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MODEL WORKSHOP LTD 


89b/89c Woodbridge Road, Guildford, Surrey - Tel. (0483)71786 


Please mention WHITE DWARF when replying to advertisements 


walpy & Boreery 


Chivalry and Sorcery comprises the most complete set of rules ever published for Fantasy 
and Medieval gaming. A role playing game, C & S contains rules covering tournaments, 
mass battles, sieges, magic, alchemy, monsters, individual combat and much, much more. 
Role players will find a complete, detailed, medieval lifestyle encompassed in this 129 
page book which comes with an index style table of contents. . $10 (U.K. £6.50) 


Swords & 
Sorcerers 


Chivalry & 
Sorcery 
sourcebook 


BIREME & 
GALLEY | 


A supplement to C & S with new 
rules for forestry, hunting, trade, 
agriculture, mining & prospecting, 
creating monsters, sieges, rallying 
armies, sections on how to use the 
magic. system and create new spells, 
-plus answers to most commonly asked 
questions. $8 (U.K. £4.95) 


Nal 


Complete naval rules for the ancient, 
medieval and renaissance periods," | 
Includes a 100pp Booklet, cut-apart 
ship counters, ship record sheet, 
25mm scale deck plans for boarding 
actions, and_a clear plastic turning 
radius sheet. $12.95 (U.K. £8.50) 


An expansion to the world of Chivalry 
and Sorcery with sections on nations 
on the fringes of Europe. Includes the 
Mongols, Vikings, Picts and Gaels with 
appropriate new magick (Druids and 
Rune Magick). $8 (U.K. £4.95) 


DESTRIER 


Destrier is a combat card system for Chivalry & Sorcery, designed to allow new players to 
use the detailed individual combat system of C & S or simply speed up combat for those who 
have already mastered the system. Destrier provides two sets of cards for tactical combat 
moves and melee decisions on actions taken during melee. A must for any campaign where. 
players are involved in individual combat. Complete'rules for using the cards are contained 
in a rule book. $5 (U.K. £3.50) 


Available in the USA from 
Fantasy Games Unlimited, Inc. . 
P.O. Box 182, Roslyii, N.Y. 11576 


Also available in U.K. from 
Games Workshop, 
I Dalling.Road, Hammersmith, London W6 
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LEGENDARY ADVENTURES!!! QUEST is based on 
the Camelot of King Arthur, and each player is a 
famous Knight of the Round Table. In a game loaded 
with period atmosphere, each player sets out on a 
quest, whether it be.to slay a dragon, to defeat the evil 
black knight, or to face others in the assortment of 
‘perils infesting the kingdom. To win, a player must 
fulfill his mission and be the first back to the Round 
Table. Of course along the way these noble knights 
must meet all sorts of evil doers who will attempt to 
do them in, not to mention other players sensing to 


FANTASTIC MAGICI!! 


“joust’’. its all part of the fun in QUEST. For two to six 


players £7.95. 


SCIENCE FANTASY!!! STRANGE NEW WORLDS 
gives the players interstellar space ships placed in an 
unknown portion of the universe where they must 
and exploit new galaxies, and 
colonize enough new planets to show a profit. The 
movement system provides a different pattern of 
movement for every game. Play of the card decks 
further insures that every game is totally different. 
Play it straight or failing in that, turn to space. piracy. 


explore, conquer, 


- Priced at £7.96. 


SCIENCE FICTION!!! STARFIGHTER pits players in 
an ‘all out ship-to-ship battle in space. Starfighters, 
and startransports clash amidst a 
backdrop of space stations, planets, asteroids, and 
black holes. Stealth and skill determine the outcome, 
but luck can play a part too, especially when players 
employ the tricky hyperdrive. The sequence of play 
varies every move in a random manner that forces 
players to contend with a degree of uncertainty, as 
well as.with their opponents. For two to four players. 


starcruisers, 


Priced at £7.95. 


SPELLMAKER is an 
exceptional game of mysticism and magic where the 
players assume the roles of wizards casting spells on 
the playing pieces in a thoroughly different and 
demanding mixture of movement strategy and card 
play. Fast moving and fun, 
themselves manoeuvring their pieces through an 
enchanted forest, munching on poison. toadstools, 
turning their opponents into frogs, 

’ desperately to rescue the fickle princess from the foul 
clutches of the other players £7.95. 


Games «v2 


50-54 MANCHESTER ST., LIVERPOOL L16ER_ Tel: 051-236 2605 


OPEN: Mon.-SAT. 9am to 6pm. 


FOR WAR. FA FANTASY AND SCIENCE-FICTION GAMING 


the players find 


and _ trying 
£7.95. 


cards ....... 


COLONIAL EMPIRES!!! GRAND IMPERIALISM is 
a lusty and adventurous game of exploration and 
colonization set in a mythical setting during the 
nineteenth century. While players must expect to 
contend with the. unexpected, they must also face the 
constant threat of attack from opponents, pirates on 
the high seas, 
alliances. Skill in manouvre as well as in negotiations 
is called for to win. For two to four players. Priced at 


and an_ ever-shifting pattern of 


FROM PHILMAR 


SORCERORS CAVE Fantasy Role-Playing Games are 
fun but need much preparation. If you wish for the 
realms of magic, monsters and treasure without too 
much effort, this is your game. Easily understood and 
every game different. Rules for one, two or many 
players £5.00. 


Pack of sixty duplicate area cards for the above 
making it an even larger game ideal for playing on the 
floor........ 


er ee ee en £1.45 
yA el eUe nee oS Yalta Weed Eek eS £0.95 


DUNGEONS AND DRAGONS 

D&D Basic Rules..................0. £2.96 
O&D Advanced Players Handbook—more 
details on Characters, Levels, New Classes, 
Spells etc Softback ............ 02.005 £4.50 
Hardback... cc. e eee outa semen nes £6.95 
D&D Advanced Monster Manual — over 350 
Monsters and their Characteristics 


SOMDACK oo. seated spare ek eda aiea egies £4.50 
Hardback... 2.0 0..02.00200000000020. £6.95 
D&D Boxed Set — Basic Rules, Dice Set and 
B1 (Complete Adventure) ............. £7.50 


Ready ref. sheets— Extensive Charts & Tables 
inc. Combat, Hirelings, Poisons Magic Items, 


Campaign Encounters.......:........ £1,99 
Dungeon Tac Cards—show weapon use, 
action and effectiveness .............. £2.75 
Character Chronicle Cards—D.M.'s Detailed 
Reference Cards.................-05. £1.50 
Judges Shield-screen for concealing Maps 
: with Charts and Tables ............... £1.50 


Monster and Treasure Assortment:- 

takes the work out of preparing the contents 
of your own dungeon. 

Set 1 for levels 1-3 
Set 2 for levels 4-6 . 
Set 3 for levels 7-9 
D&D Geomorphs— variable Dungeon plans 
Set 1 — Basic Dungeon ..:........... £1.50 
Set 2 — Caves and Caverns . . 4 

Set3 — Lower Dungeons........ oe 
Outdoor Geomorphs— Walled City ..... £2.35 
D&D ADVENTURES 

City State of the Invincible Overlord Complete 
City with Maps and Booklets for Campaigns 


Tegel Manor — Detailed Manor House and 
nearby Village................ 
Thieves of Fortress Badabaskor . oe 
Citadel of Fire... 0... cee ee 

Gen Con Dungeons— two complete Dungeons 
as used in competition: ..............8 £2.35 
Wilderlands of High Fantasy—Outdoor 


Campaign with Players and Referees Maps . 


and Guide Booklet................... £6.25 
Fantastic Wiiderlands Beyond—more maps 
and Guide Material for Above.......... £5.95 
Dragon Crown ............... .- £1.25 
_G1 Module (TSR) — Hill Giants Lair ..... £1.95 


G2 Adventure in the Glacial Rift of the Frost 
Giant dan ei oe cates See teased wed : 

G3 Hail of the Fire Giant King... a 
D1 Into the Depths of the World .. 
02 Shrine of the Kuo-Toa...... : 
D3 Vault of the Drow..............-.. 


B1 In Search of the Unknown-complete 
beginners Dungeon.................5 £2.50 
S1 A Testing Trip with the Emphasis on 
Thinking out Problems rather than just 
Bashing Things. ...............00.005 £2.50 


OTHER F.R.P. GAMES AND AIDS 


Frontier Forts of Keinor—Framework for 
Fantasy Adventures................05 £1.99 
-Scrapfaggot Green—Town, Wilderness 
Dungeons, Competitions Rules ........ £2.95 


Runequest— Based on White Bear and Red 
Moon with Excellent Character Rolling, 
Combat and Magic Rules ..........5.. £4.95 
Ballastors Barracks — Runquest Game. . 


Apple Lane—Two Runequest Scenarios with 
Extra Rules and Characters............ £2.95 
Trolis and Trollkin—Over 150 Pre-Roiled 
Characters for Runequest with Details and 
Sampie Hit — Point Distribution Diagram £1.50 
Scorpion Men and Broos (Runequest} 99 Pre- 


Rolled Monsters ...........--.. 000003 £1.50 
Militia and mercenaries (Runequest). More Pre- 
Rolled Characters.................... £1.50 
Alt The Worlds Monsters |— 

250 Monsters for Fantasy Games....... £4.95 
All The Worlds Monsters ii 

Another 250 Monsters................ £4.95 
Authentic Thaumaturgy—Expianation of 


Medievai Magic . 
Chivalry and S Sorcery —- Fantasy and Medieval 
Rules of Huge Scope from F.R.P. to Large 
Scale Table-Top Historical Battles. ..... £6.50 
C&S Source Book — Adds to Above ... . £4.50 
C&S Swords and Sorcerors— More Details of 


Primitive Peoples ................0008 £4.50 
C&S Castle Plans.—Plan Views of Castles in 
25mm. Scale. .0.. 26. £2.95 
Destrier— More Material for C&S....... £3.50 


Bunnies and Burrows—Game Based on 
Watership Down 
Book of Shamans— Primitive Magic Based on 
Guardian Spirits 
Book of Treasure— Fantasy and Sci-Fi items 
of Treasure 0.6... eee eee £3.95 
FANTASY BOARD GAMES 

Lords and Wizards— Multi-Player Game of 
Conquest, Medievai Setting........... £7.95 


Citadel— Quest in a Wizards Tower..... £2.50 
White Bear and Red Moon—Struggle in 
Dragon Pass. Very Detailed ........... £6.95 
Nomad Gods—Can be Played Separately or 
with the Above Game ................ £6.95 
Etric—Impressive Game Based on Michael 
Moorcocks Character ................ £7.95 


Stomp — Giant vs. Elves, Mini-Game. .. . £1.95 
King Arthurs Knights— Muiti-Player Game of 
Arthurian Britain. You Could Go Mad or 


Become a Hermit..............-.0.055 £6.95 
Troy— Beautiful Trojan War Game ..... £6.95 
There and Back Again—Solo Game Inspired 
by The Hobbit..................00005 £2.95 


Dragon Lords—War Between Wizards for 


~ Two Players. Includes Economics ...... £7.50 


FANTASY TABLETOP RULES 

Archworld. 0.0... ee eee ee £3.75 
Broadsword— Early Medieval Rules. ... . £2.95 
Royal Armies of the Hyborean Age ..... 
Emaraid Tablet 
Reaper 
Sea Steeds and Wave Riders— Includes Ship 
Cutouts for 25mm Ancient Naval Warfare, 
Fantasy/Historical....0............. £1.95 
SCI-Ft ROLE-PLAYING GAMES AND AIDS 
Travelier— The Game that did for Sci-Fi what 
D&D did for Fantasy. Three Book Boxed Set 
to Enable you to Plan the Universe of your 


CHOICE os eg ee fits Gl Syserandeasitore ayers £5.95 
Mercenary (Traveller Book 4)—More Rules, 
Information and Ideas ................ £2.95 


1001 Characters (Traveller)— Ready Worked 
out characters for greater Detail and Realism 
wich den etS tect aenty Ae Nee Pith Gt aoa £1.95 


Traveller Shield-- Folding Screen for Referees 
Secrets with Details on Both Sides ..... £1.50 
Metamorphosis Alpha—Adrift in a. Huge 
Starship (and not Realising it) Players Explore 
theit Fates can cian erie eeusitn oie £3.40 
Gamma World — Post Holocaust America£6.95 
Galactic Conquest—Can be used with 
Starships and Spacemen 
Starships and Spacemen—A . Game of 
Universal Dimensions ...............4 £3.95 
Spacefarers Guide to the Planets— 100 Planets 
from Sci-Fi Books Plus Tables to Work Out 


New Planets .........0.0 0.0.0.0 ccc eee £3.95 
Superhero ’44--A Comic Hero in the 21st 
CONTUIY.: S isctece Shr cid wig ade wrartaar ead ees £3.95 


Flash Gordon and the Warriors of Mongo£3.50 
SCI-FI BOARD GAMES 
Star Probe—Expansion and Conflict in Outer 


SPCC ssid a ost ch ssiy sees encitianigns Sed eScaeas tue £4.25 
Star Empires— Playable with Star Probe or as 
a Separate Game ............0...0... £4.95 
Cosmic Encounter—Easy to Learn but 
Chalienging for 2-4 Players............ £6.95 
C.E. Expansion Kit I—-for a Fifth Player 
including new Aliens ................. £2.95 
C.E£. Expansion Kit {!—for a Sixth Player and 
More Aliens... 00.0.0... 0... cece eae £2.95 
C.E. Expansion Kit III—Extra Edict and 


Challenge Cards. More Aliens ......... £2.95 
Lords of the Middle Sea—Re-establish 
Civilisation After the Holocaust ........ £6.95 
SCi-Fl TABLETOP FULES 

Alien Space— Spaceship Warfare ...... £2.95 
Starfleet Battle Manual—Star Trek Ship to 
Ship Games ...............0..000005 £2.95 
Space Marines—Land Warfare includes 
Section for Using with D@4D........... £2.95 


MICRO-GAMES FROM METAGAMING 
Ogre—A Super Tank of the future Battles 


Against More -Numerous but _ Inferior 
Opponents. Best Seller.........0.05... £1.99 
Chitin |—Two Races of insects Fight the 
Harvest Wars .......0 00.0. cece eae £1.99 
Melee—This Complete Game also has THE 
FANTASY TRIP Combat System ...... £1.99 
Wizard—Complete Game. Also has THE 
FANTASY TRIP Magic System........ £2.75 
Deathtest (the Fantasy Trip 1)—Uses the 
Wizard and/or Melee Rules, also Can be a 
Solo Dungeon ..........0. 00.000 cae £1.99 
Warp War—Use Self-Designed Space Ships 
to Fight Inter-Stellar War - 0.0... 0..... £1.99 
Rivets— Robots Wipe Out the Humans and 
Continue the Original War............. £1.99 
Olympica— U.N. Forces invade Mars . . . £1.99 
G.E.V.—21st Century Combat Including 
Infantry, Hovercraft and Tanks ....:... £2.75 
ice-War— Attack on Oilfields’ in the Arctic 
from over the ice-cap................. £1.99 


Black Hole— Two-Player Tactical Game . £1.99 
Sticks and Stones—Stone-Age Combat 
Between Warriors, Dogs and Beasts... . £1.99 
OTHER BOARD GAMES 

Warlord — Easy to Learn Multi Player Game of 
nuclear War in Europe.and the Near East £9.95 
The Warlord Game—Feudal Warfare and 
Economics. Multi-Player...........0.. £8.95 
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Timbuktoo — Imperialism in West Africa For 
Four Players ......5...0. 00. c ccc eee £4.95 
Conquest’ of North America— Diplomatic 
Struggle in the Colonial Period......... £4.95 
PHILMAR GAMES 
Diplomacy.............4...- seshed Bub vals 
Kingmaker..... 
Decline and Fall 
Seastrike........ 
English Civil War .......... 
RECOMMENDED GENERAL 
FROM OUR HUGE STOCK 
Riskes wire tia a duu ceaa es ae 
1829 — The Railway Game. ; 
Electronic Mastermind. . . . 
Creature Castle....... 
Skirrid ............ 
Game of Great Britain . 
L'Attaque ........... 
Dover Patrol 
Tri-Tactics. ... 
Cul-de-Sac . 
Penalty .... 
Scrabble ....... 
Scrabble de luxe. . 
Wembley........ 
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ENQUIRIES WELCOM 
FOR ANY OTHER 
GAMES NOT LISTED 


fearciavcaro) 


WHY NOT ORDER BY TELEPHONE 
USING ACCESS OR BARCLAYCARD 
save the trouble of sending a letter 
and cheque. 


WE PREFER THIS METHOD — We can 
try to answer any queries and you wilt 
also be sure you are getting exactly 
what you want and sooner — normally 
by return of post. 

ALL ORDERS POST. FREE {UK — 
BFPO) MINIMUM ORDER 95p. 


CITADEL MINIATURES LTD. 


Newark Folk Museum, 48 Millgate, Newark, Nottinghamshire 


S.S.A.E. for full lists 
including Asgard Miniatures. 
S.S.A.E. + 26p in stamps 


AD1153 French Men-at-Arms, with Spears (3) ..55>? AD1175 Moorish Cavatry, with Scimitar........ 
AD1156 French Knight, Mounted, with AD1176 Moorish Caveiry, with Spear . : 
Horsecloth......0000.0.00.0..c eee 45p AD1177 Moorish Horse Archer ............... 
AD1101 Vikings, Swinging Axes (3) .. 55 401160 Spanish Armoured Infantry, with AD1181 Byzantine Infantrymen, with 
AD1106 Vikings Archer (3)......... | 55 Swords (3)...00..00. 0. cece ec eee 55p Spears (3). .6. cee eee 
AD1107 Vikings, Swinging Swords (3) . 552 AD1161 Spanish Armoured Infantry, with AD1182 Varangian Guards, with Two-Handed 
ADT108 Vikings, Striking with Axes (3). . 5p Bastard Sword (3) Axes (3) ’ 
ADI111 Vikings, Striking with two-handed ~~ AD1165 Catalien Archers (3) ... .§5p AD1200 Mongol Horse Archer .. 
Swords (3)... 0.0.0. .. 552 AD1166 Spanish Cavalry, with lance. .45p AD1201 Pact Mogan Cavalry with 
AD1121 English Longbowmen (3). .55P AD1168 Spanish Cavelry, with Sword . -45p Speer A. eee eee 
AD1122 English Foot knights (3) . . 559 AD1171 Moorish Archers (3}........... -55p AD1202 ee Madiais Cavalry with 
AD1123 English Men-at-Arms (3) . ..55p AD1172 Moors Advancing with Speers and Spear—B. 
AD1125 English Knight, Mounted, with Shields (3) ADIs 
Horsectoth.......... 45p 
AD1182 French Men-at-Arms. -.55p AD1173 Moorish Archers, kneeling, Firing (3) A01206 ional Heavy Cavalry 


MAIL ORDER CHARGES: 


UK: Please add 10% p&p 
(Minimum 10p; Post Free over £10) 
OVERSEAS: Please add 33% p&p. 


for sample figure 
and full lists. 
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CIT ADEI FA10 Paladin with Sword. . .. 222 £629 —_ Sorcerese Casting Spew............ 22p 
é 4 FAT] Illusionist . : oor ES30 -- 2p 
af a FAI2 Ninja (Assassin) with word . P ESI + 22p 
MINIATUR ES FAI3_ Man Beast. vena 2p €532 Centaur Archer... .- 35p 
FA14 Elven Hero with Sword 2p €533 Satyr (Pani with Speer............. 22p 
FIEND FACTORY FAIS = Dwarf with Two Handed Hammer 22Pp €S34—s Land Dragon with Mounted Captain. . 30p 
ith Mounted Lancer . 
A superb range of mythological and fictitious FANT! ‘ASY SPECIALS foe Land Dragon wei pie ; a9 
beasts for the discerning fantasy gamer. ES37 Monk with Steff. 1 29p 
FFI The Fiend... : : ae Dungeon inmates and artifacts both for games and £539 Imp War Party (3 tigs « §8p 
FF2 Slime Beast with Sword . : ES40  Werebear Attacking .. .. §5p 
FF3 Hook Horror | 55p FSi Dungeon Doorway . 70p sat Wind Lord with Spear. 2p 
Sp FS2 Magic Mouth Doorway £1.00 = 7 ‘ 
Te ranma 45p Floor T lisp. ES42 Paladin (Dismounted) - 2p 
FEB Phantom Stalker £4.00 ees. ~ “Remon floor Tran: : SP ES43— Armoured Knight on Guard with 
FFE Giant Blood Worm . . 35p fee Onl Wiesea ee ain 80p Sword ifsc cies . 2p 
ae rene ety 35p Lectern 3 bee ) Fone reading Sook €1.00 ES45 Earth Demon Hurting Rock 80p 
FFO Catburicle: . 45p FS6 Dungeon Torturess with Whip 22p €S47 Armoured Centaur with Sword...... a 
FFI0 —dDevil Dor 22p FS? Naked Girl bound Hand and Foot . 22p EES Demon of Evit Law with Morning Star 22p 
FFI Grell ts 40p FSB Naked Girls bound to Post. Cross anc vee Man ........... 0. eee . 55p 
FEId > Asst 30p Yoke (3 figs.) £1.00 ES50 Enraged Wyvern .. 4Sp 
FFI Bonsenappe: ‘ 35p FSO Naked Girl hanging from Wooden ES51 Griffon, Rearing.......... .. 55p 
Fe14 Cyclops. . 35p Trestle (3 pcs.}. 45p €ES52 Hill Giant with Club (60mm). £1.50 
FFIS ——- Hill Giant swinging Club. 45p FSIO0 Naked Girl roasting ¢ on Spit over ES§&3_—s Siren, Singing .................. 22p 
FFI6 — Giant Troll attacking with Spiked Clut€1.00 Brazier (4 pcs.7 80p ES54 Ghouls, Advancing with Swords 
FFI? Minotaur. oer 55p FS11 Hunchback Beggar on Crutch 22p (3 figs. 55p 
FFI8 = Wraith 22p FS12 Ornate Sarcophagus (2 pcs.}... . 45p ES&S Enchantress 2p 
FFI9 «= Werewolf 22p S13 Trapdoor and Floor Grill (2 figs.) 35p ESS6 = Enchanter, w : 22p 
FF20 Goblins charging with Swords and FS14 Dungeon Debris, Equipment and % €S57 Frost Giant (70mm) . £1.50 
Shields (3 figs.) . 55p Treasure (3 figs.) 35p ES5B Bard, Playing Harp............... 22p 
FF21 Goblins attacking with Axes: (figs. 1. §5p FS15  RobinHood...... 22p 
FF22 —_ Goblins firing Bows (3 figs.). §5p >FS16 Wandering Minstrel 22p 
FF23 Goblins advancing with Spears FS17 The White Dwart . 22p Gi 
(3 figs.) . 35p FS18 | Rasputin the Mad Monk 22p Fire Giant ., 
FF24 gion in Chainmail with Swords — FSIS Soothsayer. N 22p Armoured Trolls (2) 
: = p Ew . 
FF25 ped Ores attacking with Swords 5p > Tre rots (2 
FF26 Red Orcs in Plate Armour with Sword Naked an o stocks ati atals 
13 figs 1 is View in iron come Hanging tig | GALACTIC GRENADIERS 
Fees aes with Spear mounted onGiang 1.00 Gibbet. . iy Bench. “3p GG! Infantry Advancing with Megawatt 
7 Tavern Table and Beno LOBOF eich ee hohe cde kabecs bee 22 
FF28 Bed ores in Chainmail mounted on Giant Large Tavern Bed, Unmade.__.. GG3 infantry prone with Semi-Portabie Pp 
FF29 RedOrc Plate Armour mounted on Tavern Accessories (Chest, Sacks PASO eh cared Paitin thoes 22p 
ote £1.00 Batre}. Bal, ete; ee GG5 _ infantry with Automatic Grenade 
FF30 oath vou 22p A Hero's Armour Hanging on Launcher ...:........0 cece eee 22p 
FF31 Satanic Angel 45p (oa Teaneck Preaek bed GG7__ Infantry with Automatic Missile 
FF32 Gol : : 22p $ Launcher ................ eee 22p 
FESS Great Fire Dragon (4 pes. ine €2.50 Stain Adventurers (2) GG10 Power Armour Infantry with Sun Gun 22p 
FF34 Chimaera (3-pes.} . 70p GGi1 Power Armour Infantry with Sun Sun 
FF3S Manticore (3 pcs.} 70p Advancing prone...............- 
FF36 Medusa 22p GG15 Crewman with laser Pistol, Standing . on 
FF37 Warrior of the Stone 22p GG20 Mercenary with Assault Rifle, 
FF38 Giant Rats (3 figs.) 45p aa Standing. ... Teena 22p 
FF39 Amazon Berserker with Dagger... -. 22p PERSONALITI G: ~ Mercenary with Grena auncher 
FF40 Berserker with Sword set QQp ES AND THINGS THAT Advancing ..................005 22p 
FF41 -‘Centaur'Chiet with Sword - 7» GO “BUMP” IN THE NIGHT GG30 © Shoantra with Needle Gun, Standing. 22p 
Fra2 $alaman Warrior advancing with 2p GG40_—sT'Rlana (Reptilian) Advancing ....... 22p 
ike 22 €st Evil Wizard i Who dn Barnes * 
FF43 — Salaman Warrior attacking with Pike 2p ES2 Super Neewnaneee Super Heavy WIZARDS, WARRIORS & WARLOCKS 
FF34 — Salaman Warrior at ready with Pike | 99, HONSOe. Son od eet te: ete: 55p . : b 
FFaS Sooner Warrior advancing with €S3 Balrog Advancing with Sword and ee iD Wied Esquire (3 figs)... 
wor Whip oe coc base eye eo Peas : , ett 
FFAG Salaman Trooper with Lance ‘mounter 2p ES4 Cleric’ Cloaked, with Staff 22p E211 Wood Elf in Cloak firing Bow... 
on Giant Strider (3 pcs.) “£1.00  €S5 Winged Gremlin ...... 35p E212 Wood Eif Receiving with Spear. 
FFA7 Elite Salaman Trooper with Lance an ES6 Patriarch Casting Spell. 22p E213 Wood Elf in Reserve with Spear . . 
Axe mounted on Giant Strider ES7 — Serpent Creeper .... “| 22p £218 — Wood Elf Command Pack (3 figs) . 
(pes)... -£1.00 ES8 = ZaftigMaiden......0 0.00. 22p E231 Sea Elf in Chainmail and Cloak 
FF48 Desert Raider with Sword ~ 22p ES9 Barbarian Hero with Long & E232 pee Hy Chainmail & Cloak 2p 
Short Sword .. . king ...... ene apna 
NEW £S10° Large Hitl Trot g.with Club. . E31t Owarf of the Anvil, in Chainmail 
esit Vallor, Warrior of the Gods ........ 35p Attacking with Mattock .......... 22p 
Giant Spider i natses, ae ES12 _—_-Valllor Captain w. Shield & Standard 350 E312. Owarf of the Anvil, in Chainmail, 
Giant Scorpion ............-.. €S13_—s Assassin with CLoak and Dagger He 
€S14 Count Dracula. .... te ols Sah aoe 22p £313 
£S15 = Super Hero with Axe os 
Beowulf with Sword hield . 22p £314 Dwarf of the Blue Mountain with Axe 22p 
FANT ‘ASY ADVENTURERS pie be ae . is E315 Dwarf Command Pack (3 figs.)...... 55p 
An nge of intrepid heroes available for £S19 E511 Guards of the Citadel .............. 22p 
fearsome adventures e £S20 £611 Goblin of ue North, Advancing 
. nee F Spear (3 figs.) .. . 
FAI Fighter eee Mat with Sword fo £612 Goblin of the North, 9 
Fas Oe wn ts and Mace ES23 i : Club (3 figsh see 2s 
FA4 Sneak Thief with Dagger £S24 — Foregum, Barechested Super Hero ..22p ete eons ot ve Non bien 3 igs i 
Druid with Sickle. . : €S25. Super Hero in Plate Armour on ino vigi ing, 
FAS B h Sword and Lut Super Heavy Horse.............. 70p Scimitar (3 figs.) ............. .. 6p 
pee Mea Silt as ES26 Adventuress on Horseback ..45p §622 Goblins of the Night, Advancing with es 
Axe (3figs). 0.0 13] 
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STARSHIPS 


Launching & Landing 

Streamlining should not apply to any sized hull; anything bigger 
than an 800 tonne hull cannot be re-entered in one piece. (This 
can lead to ingenious starship designs.) 

On planets of size 8 or greater and of the same order of 
density as Earth, a Free Trader — or anything with a 1G drive — 
cannot take off. Thus, strap-on boosters are available for hire at 
starports of classes A or B. These help launch a vessel, and may 
be subsidised by focal:government or a purely private enterprise. 
In the former case, a flat rate is charged for launch at the 
standard ground-to-orbit cargo cost of 10 Credits per tonne; in 
the latter case, exorbitant fees may be charged for launch 
depending on circumstances. Alternatively, the vessel may 
remain in orbit and shuttles used. 

There are jump boosters, manoeuvre boosters and com- 
bination boosters. The jump and manoeuvre boosters are both a 
small (100-400 tonne) hull with only fuel, controls, and drives/ 
power plants. The general specification for boosters is, for 
example, ASFBR-type Booster. The first character gives the hull 
size or type; the second indicates a booster variant of that hull, 
as distinct from other variants designed by the Referee or 
players, and is always “5”; the third is the jump drive classifica- 
tion, if any; the fourth is the classification of both manoeuvre 
drive and power plant, if any; the final figure may be either “R” 
for “‘Reusable” or “T” for “Throw-away”. Throw-away boosters 
are relatively expensive and normally reserved for emergency or 
military use. 

The purchase price of a booster is the prices of the hull, 
drives, power plants and controls added together and divided by 
2 if reusable, by 4 if throw-away. Any space not taken up by 
these components will usually be fuel tankage; some users may 
reserve hold and computer space in order to use the booster as 
an unmanned exploration vessel, a ‘“message torpedo”’, etc. 

Reusable boosters may be used 10 times without main- 
tenance; thereafter it requires an overhaul as laid out in the star- 
ship maintenance rules. Throw-away boosters of course are only 
used once. Both varieties may be built in half the time given in 
the tables for starship construction. 
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SUGGESTED ADDITIONS TO TRAVELLER RULES 
PART 2 


‘Failures & Breakdowns 

Many things may go wrong with such a highly complex 
mechanism as a starship. The percent chance of a failure in a 
given day is calculated as follows: 


% chance of failure per day = E x Hull Displacement 
100 Tonnes 


Where E is the environment weighting, which is 1-5 for civil 
vessels and 4 for military vessels. Some players may build ships 
of standard types with second-hand military engines in order to 
reduce the chance of misjumping when running on unrefined 
fuel, in which case the chance of failure is increased by 10%. If 
the % chance of failure exceeds 100, as it well may for large 
vessels, each 100% indicates a certain failure that day, and any 
remaining figure under 100 is the percent chance of an 
additional failure. 

Percentage dice are rolled once for each day when not in 
sport; if the result is less than the calculated chance a failure has 
occurred. Next, two six-sided dice are rolled consecutively, for 
severity and repairability. For severity, a 1, 2, or 3 indicates 
a “Fail-Operational’’ condition, where back-up systems or 
voting units are able to continue the ship’s normal functioning 
without the failed part. A 4 or 5 indicates a ‘Fail-Safe’’ 
condition, where although the component which failed was vital 
to the function of the ship, safety interlocks prevent any danger 
to passengers or crew which might have been caused by the 
failure. This roll has a Die Modifier of —1 for all hulls which are 
not custom built, and a further DM of +1 for every annual 
overhaul which has been missed, thus, for well-maintained ships, 
it is impossible to get a score of 6 which is a single-point failure, 
where a vital component fails without warning in a totally un- 
expected manner, with possibly fatal consequences. Next a roll 
for repairability is made; 1, 2, or 3 indicates that the faulty part 
can be replaced from ship’s stores, a 4 or 5 indicates that 
although a spare is not carried, the faulty part can be repaired 
and replaced by the crew; and a 6 indicates that the ship’s crew 
has neither the skill nor the spares to put things right — a ship- 
yard or some fast thinking is required! 

For the location of the fault, roll percentile dice and consult 
the table below. 


Starship Fault Location 


01-40 False Alarm; the testing circuitry ts faulty. 
41-60 Computer Crash 

61-64 Structural Failure in the Hull 
65-72 Life Support System failure 
73-76 Power Plant Failure 

77-78 Manoeuvre Drive Failure 
79-80 Jump Drive Failure 

81-82 Fuel Supply Failure 

83-92 Sensor Failure 

93-98 Throw twice ignoring 93-00 
99-00 Throw thrice ignoring 93-00 


Acceleration Damage 

Acceleration at high G causes damage to the crew. They take 
one D6 of damage for every G of acceleration above one; this 
damage is removed as they stop accelerating, unless it has’ 
rendered them unconscious. 


Example: A ship's boat — or a ship — accelerates at 4G. Its crew 
take 3D6 of damage each. Later it eases off to 2G, so the crew 
regain 2D6 of hit points, except for Alphonso the gunner who 
had an unfortunate endurance of 1 and lies unconscious on his 
couch, and is dealt with under normal wounding rules. 


/ 


A DM is applied to the dice thrown for acceleration damage. 
This is +2 if the victim is not protected, i.e. lying on the floor or 
similar; O if a standard acceleration couch is used; —2 for oil 
baths (mentioned in Niven & Pournelle’s 7he Mote in God's Eye 
and other books); and —4 for fluorocarbon tanks (as used in 
Haldeman’s Forever War stories). 
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COMPUTERS 

a a a IE TEA 
Damage 

The hits on computers outlined in the original rules are too 
lenient; a similar system to that used on engines is better, so 
that for example, a Mod-5 taking 3 hits in combat becomes 
reduced to the effectiveness of a Mod-2. This necessitates the 
introduction of back-up and front-end type computers to take 
over in the event of destruction or to relieve the main machine 
of some burden. 


Programs 
Many and varied are the possibilities for new computer pro- 
grams; some examples are:* 


Anti-crash Program: This is loaded into a back-up computer. If 
the main machine crashes or is reduced by combat to a Mod-0, 
i.e. non-working, the back-up computer loads into its own CPU 
all. programs currently being run on the main machine, 
excepting any which caused a crash. Thus the action of the com- 
puter unit is kept up. 


Double Jump Program: This is especially useful for attacking 
heavily defended ground targets. The ship jumps in, looses off a 
spread of missiles, and then immediately jumps out again; the 
entire process taking about a tenth of a second. 


tomy 
Deliberate Misjump Program: This causes the drive to make a 
misjump deliberately. It can be used to. avoid the forces of law 
and order or escape from a system if there is fuel for a jump but’ 
not enough to reach the next star. It is, however, a risky 
business. 


Programming Skills into the Computer 

Any skill may be programmed into a computer but the 
programmer must have at least the same expertise in the skill as 
is desired for the program, and at least a like amount of com- 
puter expertise. The cost of such a program is Cr. 2 million if a 
consultant is hired (consultants will never program computer 
skill into a machine!!), or whatever a sufficiently skilled player 
character will do the job for. The space required is 2 units per 
level of expertise. A non-detectable failure in the program 
reduces the expertise level programmed in by several levels. 
Per i a ee eT 


ENGINEERING 
Tes a a NA a a I Sa 
Nature of Manoeuvre Drive 
Manoeuvre drives operate on an antigravity principle, as this 
does not vaporise everything within several miles and render 
beam weapons useless. 


Misjumps 

Any engine making a misjump will use up fuel for the misjump 
or the maximum normal jump possible, whichever is the larger. 
For each jump number that the size of the misjump exceeds the 
maximum possible normal jump, the jump drive will take one 
hit of damage. 


Blowing the Drive 

A pilot or engineer on a doomed vessel can elect to blow the 
drive. (This tactic can be used to take some enemies with you 
or to blow up starports if you are dying and cannot leave). When 
the drive is blown, it explodes with the force of a strategic 
nuclear device (see below), the size of which depends on the 
eae plant size. (Type A= 1 megatonne, B = 2 megatonnes, 
etc. 


Tractor Beams 
To generate a tractor beam, 20 tons of additional control gear 
are required. It has the effect of making the target ship behave 


*All these programs were originally mooted by players of Aeading 
University Wargames Association’ To them therefore goes the credit. 
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as if it were being accelerated by the M-drive unit attached to 
the tractor beam device in a direction indicated by the wielder 
of the beam, in addition to any other acceleration it undergoes. 
Extra manoeuvre drives and power plants may be built in so 
that the wielder’s own engines are free. 


Warp Scramblers. 

These operate on a similar system to tractor beams. Another 20 
tons of controls are required, and the effect is that the target 
ship misjumps immediately the next movement phase comes 
around under the normal or amended misjump rules. The 
operator of the scrambler pays the fuel cost for this, as he does 
for tractor beams. 


Matter Transporters 

These require another 20 tons of control gear and behave as laid 
down in the teleportag#fon rules under psionics. Their equivalent 
psi strength is deteyfnined by the class of power plant driving 
them: A type A has psi strength 10, a type B — 20, and so on. 


GUNNERY AND MISSILES 


Hit Equivalents 
One ‘Hit’ is assumed equivalent to 20D of damage. A ship’s hull 
will take 3-18 dice of Hits, as will an AFV hull; a ship’s boat 
hull will take 2-12 dice, and an ATV, aircraft etc. 1-6 dice. Any 
remaining damage is carried through and distributed evenly 
between any crew behind the wall when it caves in. Alter- 
natively, the remaining damage can be split into 4D6 “‘parcels”’ 
and disposed of as if shotguns were fired at the occupants. Note 
that any Hit getting through the skin of a vac suit punctures it. 
Civilian vac suits are about equal to jack, and military ones to 
mesh or ablat. Armour can be worn over them. 
Types of Missile 
General: A ship's main defence is its laser batteries, as for all 
practical purposes they cannot be seen coming, whereas missiles 
may be spotted in time for evasive action. Thus, missiles tend to 
be reserved for infighting, when ships are a. few inches apart. 
Missiles are assumed to accelerate continuously at 10G. For 
quadruple the normal cost they can be custom-built to achieve 
25G. 


HE Missiles: These are the standard variety mentioned in the 
rules. They weigh 1 ton, cost Cr. 5000, and do 1D6 Hits on 


impact. In ground actions they will be treated as 100 kg 
fragmentation weapons (see below). 


Tactical Nuclear Missiles: These weigh one ton but cost 50,000 
credits. They are treated as 100 kilotonne nukes in ground 
actions. A ship hit by one of these suffers (1-6)D6 Hits. If it is 
not in atmosphere at the time of the attack, its streamlining, if 
any, is destroyed and due to spallation from the walls all the 
crew are considered to be attacked bya shotgun wielded by 
someone of expertise 1. 


Strategic Nuclear Missiles: These are hydrogen bombs of 1 
megatonne yield. They cost half a miltion credits. If the ship is 
not in atmosphere when attacked, the streamlining is destroyed 
and the crew are attacked as if by shotguns as for the tactical 
nuke above; but the “strat” does more damage. Throw one dice. 
Each spot represents a die. Throw this number of dice. This 
result is then the number of dice to be thrown for Hits done to 
the target. Further, if in atmosphere, any ship hit which survives 
must immediately make a forced landing, although if in atmos- 
phere the spallation and destruction of streamlining do not 
occur, The strategic nuke in atmosphere also creates blackout, 
so for 1-6 turns no radio or radar in the neighbourhood 
functions, and missiles attack in or behind the firebal! at-—5. 


HE Bombs: Weight one ton, cost 2000; 2D6 of Hits vs. ship, 
counts as 1000 kg fragmentation weapon. Alternatively it could 
contain gas or germs. 


Drop Tank: Cost 1000 credits. This is merely a tank containing 
one ton of fuel. 


Mobile Infantry Drop Capsule: Direct from Heinlein’s Starship 
Troopers, this capsule costs 4000 credits and holds but one man 
in powered battle armour. It re-enters under the rules for re- 
entry in a vac suit, but any weapons fired at the trooper on his 
way down have a DM of —3 imposed. > 
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Dump Box: This is a cheap re-entry capsule. for emergency 
escape or delivering cargo. It re-enters under the vac suit rules, 
costing 5000 credits and capable of holding 5 men plus equip- 
ment or 500kg of cargo. 

Missile Failures 

Available data suggest that modern missiles have a failure rate of 
about 25%. As this is quite probably wrong and things will 
surely be improved in the future, missiles will fail to explode on 
target even though they have hit if an unmodified 12 is scored. 
Types of Sandcaster Ammunition 

Sand: Straight from the book, this costs 400 credits, weighs 50 
kg and imposes a DM of —3 on any laser fire through it. 


Window: This costs 400 credits for a 50 kg cannister. Its effect 
is a DM of —3 on missile fire. 


Grave/: This is just what it says — gravel. (Or scrap iron and 
other such junk). Its cost is 100 credits for a 50 kg cannister and 
it is the best sandcaster weapon normally available. Missiles 
passing through it are total write-offs and fail to explode. It 
does damage on ships as follows: calculate the velocity vector of 
the target relative to the gravel as it hits. For each 1°’ (1,000 
miles) of magnitude this vector has, the gravel does one Hit of 
damage. A ship orbiting through gravel around a planet takes 
Hits, as would one leaving orbit or lifting off. 


Example: A vessel in a low orbit around an Earth-sized planet is. 


doing about 17,500 mph, perhaps more; this is about 2-9 inches 
per turn, so a stationary cloud of Gravel — i.e. one tossed up so 
that the vessel hit it when it had no relative velocity toward the 
target, just before it fell back — would do 3 Hits of damage; one 


orbiting the opposite way entirely would do 6 Hits. If the target. 


were attempting to leave the planet, it must reach at least 


25,000 mph for an Earth sized world, which is about 4-2 inches. 


per turn. If it ran into a “‘stationary” cloud, it would take 4 Hits; 
and by dropping some Gravel over the side from a great height 
one could probably score up to 8 Hits. 


Also, “dead” missiles, i.e. those which have failed to detonate or 
been burnt out by’a nearby “nuke”, could count as Gravel with 
a greatly reduced hit probability; alternatively Gravel warheads 
could be carried, which could do a lot of damage. 


HE Shell: This does 1-3 Hits against a ship, counts as a 50 kg 
fragmentation weapon, costs 500 credits and weighs 50 kg. It is 
most useful for ship defence on the ground. 

Force Fields 

The force field is (tentatively) assigned to tech level 14. Its cost 


‘is 100,000 credits per point, it weighs 0.1 tons per point. The 


point value of the field is the number of Hits it will absorb from 
missiles, lasers etc. Imperial warships have about 100 points of 
field, their ship’s. boats about 10, and naval bases several 
hundred to a thousand. The field can re-radiate absorbed energy 
at 10% of its point value per turn. When the sum of all Hits 
inflicted so far minus the sum of those so far re-radiated exceeds 
the point value of the field, it burns out, and further Hits attack 
the ship’s structure in the normal way. 

Example: A pinnace with a 10 point field is hit by two HE 
missiles doing 6 Hits. The 6 are absorbed and one is re-radiated, 
leaving 5. Next turn another missile hits it doing 6 Hits. This 
makes a total of 11. One is re-radiated, leaving 10. At this point 
the generators burn out and the pinnace is on its own. 


Use of Radar for Ship Defence 

Ship's radars are very powerful, capable of detecting a ship 
many hundreds of thousands of miles away. So men not within’ 
ships or hard cover can be attacked by radar as if by a laser rifle, 
and all men within range will be affected together, i.e. simul- 
taneously. Electronic devices not protected by ships’ hulls or 
similar will burn out unless specifically designed for this con: 
tingency at quadruple cost. 

Slaved Turrets 

In order to reduce manpower requirements, two or more turrets 
may be “slaved”; in this case there is a master turret, and when 
it attains a target and locks on, all other turrets slaved to it also 
lock, onto. that target..N.B. this can only be done if all ‘the 
turrets so slaved can point in the same direction! 
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Craters 
Anything or any person who would be within the crater after 
detonation is considered totally destroyed. Crater depths and 
radii are as follows: 

10 MT (Megatonne) groundburst Radius 640m Depth 150m 
1 MT groundburst Radius 290m Depth 70m 


NB: A “groundburst” is an explosion which takes place on or 
very near to the surface; this is contrasted with an “airburst”, 
where the weapon is set off high above the ground, which causes 
no crater. 


Blast Effects 

10 MT Groundburst: Within a radius of 9.6 km, buildings etc. 
are destroyed; persons take GD6 damage. Within a radius of 14.4 
km, buildings etc. are damaged; there are hurricane force winds; 
persons take 5D6 damage. Within a radius of 24.8 km, buildings 
are damaged; persons take 3D6 damage. 


1 MT Groundburst: Within a radius of 4.3 km, buildings etc. are 
destroyed; persons take 6D6 damage. Within a radius of 6.4 km, 
buildings etc. are damaged; there are hurricane force winds; 
persons take 5D6 damage. Within a radius of 11.5 km, buildings 
are damaged; persons take 3D6 damage. : 


10 MT Airburst: Within a radius of 12.8 km, buildings etc. are 
destroyed; persons take 6D6 damage. Within a radius of 22.4 
km, buildings etc. damaged; there are hurricane force winds: 
persons take 5D6 damage. Within a radius of 42.5 km, buildings 
are damaged; persons take 3D6 damage. 


1 MT Airburst: Within a radius of 5.6 km, buildings etc are 
destroyed; persons take 6D6 damage. Within a radius of 10.4 
km, buildings etc. are damaged; there are hurricane force winds; 
persons take 5D6 damage. Within a radius of 20.8 km, buildings 
are damaged; persons take 3D6 damage. 

Damage is not cumulative; take the highest applicable. 

Grounded aircraft and civilian ATV, groundcars etc. take 
severe damage if within the ‘buildings damaged” radius; 
airborne vehicles must immediately force-land. 

Airborne vehicles and AFV are destroyed if within the 
“buildings destroyed” radius. (Starships count as AFV for this 
purpose.) 

Persons within ‘the “hurricane force winds” radius need not 
take damage if they seek refuge in stout structures. 

Within the “hurricane force winds’ radius, objects and 
bodies up to several hundred kg in weight in the open are hurled 
about at potentially lethal speeds. 

Fire Effects 

10 MT Groundburst: Within a radius of 23.2 km, fabrics and 
Paper ignite; persons take 4D6 damage. Within a radius of 37.6 
km, there will be blistering burns (2nd degree); persons take 
2D6 damage. Within a radius of 38.4 km, dry leaves ignite; per- 
sons take 1D6 damage. 

1 MT Groundburst: Within a radius of 9 km, fabrics and paper 
ignite; persons take 4D6 damage. Within a radius of 15 km, 
blistering burns (2nd degree); persons take 2D6 damage. Within 
a_ radius of 15.2 km, dry leaves ignite; persons take 1D6 
damage. 

10 MT Airburst: Within a radius of 28 km, fabrics and Paper 
ignite; persons take 4D6 damage. Within a radius of 42.4 km, 
blistering burns (2nd degree); persons take 2D6 damage. Within 
a radius of 44.8 km, dry leaves ignite; persons take 1D6 damage. 
1 MT Airburst: Within a-radius of 9.6 km, fabrics and paper 
ignite; persons take 4D6 damage. Within a radius of 17.6 km, 
blistering burns (2nd degree); persons take 2D6 damage. Within 
a radius of 18.4 km, dry leaves. ignite; persons take 1D6 
damage. ; 

Damage is not cumulative, take the highest applicable. 

Even though a person may well survive the fire damage, the 
“nuke’’ will cause a firestorm of “fabrics and paper ignite’’ 
radius. If records from World War II are a€curate, the chance of 
a person escaping or surviving a firestorm is very small. It is the 
responsibility of the players to specify how they will attempt to 
do so, and of the Referee to consider if they would succeed: 


Radiation Effect 

Electromagnetic Pulses: EMP occur when a “nuke” is detonated. 
It is safest to use the “fabric and paper ignite” radius since 
accurate information on the effect is difficult to obtain. This 
EMP will severely damage or immobilize electrical or electronic 
equipment, though measures may be taken to avoid this at great 
expense. There is also a slight chance that false signals will be 
generated in computers, communications systems, and detectors. 


Fallout: The materials remaining after a nuclear explosion are 
radioactive, and emit radiation for a long time. When they mix 
with earth etc. thrown up by the explosion, radioactive clouds, 
form and create a fallout hazard for people who are downwind. 
Because groundbursts cause craters they throw up more dirt: 
so the fallout is more dangerous since there is more of it. 


Blackout: Blackout weapons are specially designed devices 
which maximise the blackout effect of the detonation. The area 
covered by the blackout increases with the size of the device 
and the altitude at which it is detonated. The exact figures 
seem to be classified; one source suggests a blackout cloud of 
100 km radius from a device of several MT at a “‘suitably high 
altitude”. This cloud might endure for hours, and certainly for 
a few minutes at least. (The exact duration can be controlled 
by the attacker by carefui design of his bomb, and careful 
choice of the number and location of the explosions.) Radar 
and radio systems are “blacked out’’ and cannot ‘‘see’’ through 
the cloud. The duration of the blackout is less for devices trans- 
mitting higher frequencies; it goes approximately as the square 
of the radar/radio frequency. Thus UHF is out of action for 
perhaps 10 minutes while S-band radar is covered for only a few 
seconds. However, even after the radars can “‘see’’ again, their 
pulses are refracted. Thus substantial errors — up to tens of 
kilometres — in estimates of positions occur. This problem may 
be overcome in the absence of Window or decoys by using two 
frequencies which differ widely, e.g. S-band and UHF, and 
comparing the estimates from both. This is the reason for the 
substantial DM on missile fire through blackout above. Blackout 
is due to atmospheric ionisation in part, and thus its effect is 
reduced when it is used in deep space. 


Blindness: People facing a “nuke’’ when it detonates may have 
their sight seriously damaged or destroyed. For the radius of 
this effect use the “ignition of fabrics and paper’’ radius. (This is 
an estimate based on little information). 


Effect of Radiation on Characters: After a nuclear explosion, 
persons in or passing through the affected area or the area below 
or in the fallout cloud, or an area the fallout cloud has passed 
over, must “save” by throwing their endurance or less on 3D6. 
Failure to save indicates 1D6 of radiation damage taken. The 
associated DMs are: 


Antiradiation suit or similar: —4 
Airburst: —3 to —-1 depending on viciousness of the attack, 


These are applied to the damage die roll, not the save. Each day 
thereafter that the character remains in such an area, he must 
save again. On leaving the area a final save is rolled; failure on 
this final save means that the victim will continue to take 1D6 
damage per day until hospitalised. (The DMs above still apply.) 


A Note on the Devices 
The nuclear devices considered are hydrogen bombs of standard 
types. It is possible by careful design to enhance any one of the 
three types of effect — i.e. radiation, fire, or blast — at the 
expense of the others. In all cases, the airbursts are assumed to 
occur at that height which would do most damage. Airbursts at 
lower altitudes cause less fire and blast damage, but more 
fallout. The effects of weapons of different sizes is calculated 
as follows: for each factor of ten times larger, multiply al! radii 
by 2.2; each factor of ten times smaller, divide all radii by 2.2. 
Thus, a 10 kilotonne device, being 1,000 times smallar than a 
10 MT device, affects an area with a radius 2.2 x 2.2 x 2.2 = 
10.648 times smaller, i.e. a radius about 9%% as large. 

!t is recommended that “nukes” be very rare. 


Fe ~~ 


EFFECTS OF EXPLOSIVES 


Blast Radii for Chemical Explosives. 

Any person within the blast radius of the explosion may be hit 

for (1-6)D6 of damage. The explosive needs a base of 8+ to 

“hit”, with an armour DM as shotgun if the victim is more than 

half the blast radius away from it, or as assault rifle if closer, 
Weight of Explosive Blast Radius* 


1,000 kg 101m 
100 kg 46m 
10 kg 2tm 

1 kg 9.5m 

100 grammes 4.5m 
10 grammes 2m 

1 gramme 0.9m 


Effect of Fragmentation Jackets 

Most munitions, as opposed to explosive charges, are fragmenta- 
tion weapons which on. detonation throw out shrapnel. To 
simulate this effect, fragmentation weapons have double the 
blast radius indicated for their size. Normal charges can be easily 
converted to fragmentation weapons by closely packing them 
with bits of gravel, nails, etc. 


Grenades 

Grenades are assumed to be'1 kg fragmentation weapons. (This 
makes them slightly less effective than real grenades.) Characters 
may throw grenades a distance equal to three times their 
strength in metres. (This means they will sometimes be inside 
the blast radius themselves!) The hit probability for a grenade is 
the same as for thrown daggers, i.e. 2D6 + expertise + dexterity, 
an 18 or higher indicating a hit. If a grenade fails to hit, where it 
actually lands is determined by dicing for the direction on an 
imagined hex grid. Having found this direction, the distance, in 
metres, by which the grenade missed is found by subtracting the 
modified dice roll from 18. 


ARTILLERY 


Skill use 

When using direct fire, i.e. the target is visible to the gun crew, 
the gunner applies his gunnery expertise to the shot, and picks 
up any resulting experience. If the target is out of sight a. 
forward observer must be used, he applied his expertise to the 
shot and if successful acquires the experience. To hit, a score of 
18 is required, with appropriate DM for expertise, and gunner’s 
dexterity added, to a two-dice roll, with an additional DM of +4 
for rangefinders if used by the appropriate party, i.e. gunner for 
direct fire and forward observer for indirect fire. (Alternatively 
heavy weapons may be treated as normal gun weapons with no 
required dexterity, or a referee-assigned required dexterity; or as 


starship turret-mounted weapons.) Normally bunkers, AFV etc. 


require a direct hit to “kill” them, whereas men may be killed 
even if the 25-pounder shell misses them by several feet. Use the 
sections on blast radii and fragmentation above for heavy 
weapon fire; though the weight of the shell must be established. 
tf the projectile misses, determine as for grenades above. The 
distance in metres, it missed by is determined by subtracting the 
Gunner’s/Fwd. Observer’s expertise level from a 3D6 roll, (or 
by subtracting the modified “to hit” score from 18). 


Camouflage and Defences : 

These have an adverse effect on heavy weapon fire: after the: 
attacker has added his expertise to the roll, the target may, if 
he has prepared for the shelling, subtract any expertise he holds 
in gunnery, tactics or forward observer from the attacker’s roll, 
and, if the shel! misses, add the same amount to the distance 
by which it missed (this latter is done by making dummy em- 
placements etc). If this subtraction is instrumental in making 
the shell miss, the defender should be awarded experience for it. 
Parties with no such expertise and no training in surface combat 
(i.e. not marines or army) are subject to a DM or +3 added to 
the gunner’s attack roll. 


*To find blast radii for bombs of mass between those values listed, the 
blast radius increases as the cube root of the mass. 
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A regular feature introducing new and interesting monsters, 
edited by Don Turnbull. 


irst, a word of apology. When readers are sending 
contributions for the Factory (of which we have 
received nearly 600!) they sometimes enclose a letter 
: asking me a question or two about this or that. Mainly 
the questions are about the Monster-mark system, but there are 
other topics. Now I'm sorry, but | simply haven't the time to 
answer all these individual queries, and since it wouldn't be fair 
to answer some while ignoring others, | have had to make a 
strict rule not to answer any. Which may seem rather heartless 
until you consider the volume: What you could do, if you think 
it. worthwhile, is to try to prevail on the editor to include, every 
so often in White Dwarf, a ‘question box’ feature in which 
questions of general interest could be answered, or at least a 
point of view put forward. 

However, please don’t let this put you off writing with your 
comments which don't require an individual reply. | welcome 
views on the column — critical or otherwise — and can assure 
you that they aren’t ignored. Of course, praise (which comes 
from time to time) is particularly welcome. . . 

This time we have a collection of rather powerful beasts. In 
all cases | have omitted to include a Monstermark, either 
because it is incalculable or because it is very high (usually both). 
Similarly you can regard all these creatures as occupying 
relatively high ranks in the monster level tables. 


No. appearing: 1-2 
Armour class: 1 


Movement: 12” 

Hit Dice: 8D8+3 

Treasure: F 

Attack: 2 tusks (1-10 each), 


charge (4-40), trunk 
(special) and breath rN 
weapon (special). 


Mi tips is 

VOU 
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Alignment: Chaotic-evil 
Intelligence: average % b } 
Magic resistance: 50% CX. CH on 


The Gurgotch, or Demon Elephant, is-another of the infernal forces once 
conjured forth to do war against the forces of Good; the remnants now 
wander the Earth, seeking the depths from which they originated. 

In form the beast resembles a large black elephant with big saucer-like 
glowing white eyes and a tail resembling a trident. 
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its usual mode of attack is with its tusks which are set about 6’ apart 
and with its trunk, with which it lifts its opponent (assuming it has 
scored a hit) and either drops them off a handy precipice or throws them 
to the ground with twice the force of a normal fall. Its initial charge 
against group of adventurers delivers 4-40 points of damage (by 
trampling its foes underfoot) to each victim who fails to ‘save against his 
dexterity’. 

It has one other deadly weapon — its breath. In place of an ordinary 

tongue, the Gurgotch has a: great trumpet-like funnel from which it 
exhales a noxious gas which acts on the central nervous system of a 
victim. All caught in the cloud must ‘save against constitution’ or lose all 
conscious muscular control from the neck downwards (in effect, they are 
paralysed); they also lose 4 points of dexterity and 2 points each of 
strength and constitution. Those making their saving roll are not para- 
lysed but still suffer the effects of the loss of characteristic points. In 
either case the loss of characteristic points is permanent unless a b/ess and 
cure disease are cast, in that order and one immediately after the other, 
on the victim within a week (of course a paralysed victim will have had to 
have the paralysis removed first). 
Comments: More suitable to a wilderness encounter than a dungeon, 
though in a restricted space its charge will be eyen more effective. A lot 
of decisions for the DM to make here — how many in the group of 
victims would be ‘caught’ in the charge? Can the tusks skewer two 
different victims at the same time (after all, it’s had plenty of practice)? 
What range and area of effect has the breath weapon? 

In case the concept of ‘saving against a characteristic’ is not familiar, 
let me briefly explain (though | think many DMs use this in one form or 
another). Quite often there arise circumstances in which the character's 
ability to avoid a certain action should be related to one of his character- 
istics (for instance his ability to avoid a charge will be a function of his 
dexterity, his chance of taking a sensible course of action in confusing 
circumstances will be related to his intelligence, and so on). In such cases 
DMs often resolve the problem by asking the character to roll under his 
characteristic score, his action succeeding if he does so and failing if he 
doesn't. Thus if a character with a dexterity of 15 stood a chance of 
avoiding the charge of a Gurgotch, the DM might ask him to roll 3D6 
(2D6 if he wants to make it eagier — in this case certain — or 4D6 if the 
DM thinks the chances are rather smali). If the character rolls 5+3+2=10 
he has ‘saved’ and has avoided the charge; if he rolls a 17, he gets 
trampled. This is a useful way of testing any particular ability, and also 
useful in dealing with non-player-characters if there is any doubt about 
the actions they would take, the advice they would give and so forth. 


by David Taylor 
No. appearing: 1 


Armour class: —_ variable , 

Movement: variable B 

Hit Dice: variable A Ss 
Treasure: nil Vat % G/KG 
Attack: variable 4 Lp ig $ 
Alignment: Lawful evil > eT 
Intelligence: very high BiG, aS Ba 


The Mindweb is a group entity which grows by absorbing the minds of 
characters or of monsters which have human intelligence or above. It 
manifests itself as a motley group of men and creatures, their heads 
linked together by a shimmering, immaterial network of silvery lines of 
force. These lines can stretch as much as 100’, so that all the component 
units can move within that radius of the nucleus. The nucleus itself is a 
shimmering force-sphere.at the junction of all the strands of the web; it 
has 100 hit points, is treated as AC —2 and has 80% magical resistance, 
being vulnerable only to blows from weapons with at least a +2 magical 
bonus. 

The individual members of the Mindweb retain the abilities they 
possessed before absorption though their actions are totally under the 
_Mindweb’s control. Large webs have been known to contain creatures of 
all types, from Gnomes to Storm Giants. 

Characters encountering the Mindweb wiil be taken alive if possible 
and their minds absorbed into the Web. To snsnare its victim, the 
Mindweb shoots out a silvery line of force at a single target within the 
100° range; this attack is rolled as if from a 10-dice monster, though if a 
successful hit is scored the victim can escape being trapped if he rolls 
under his dexterity with 4D6. If a victim fails his saving roll, he is ren- 


‘dered incapable of normal action for three melee rounds, at the end of 


which his mind has been completely taken over by the Web and he will 
then act on its behalf. During the interim period, the victim will stand 
stock-still as if in a trance; dispe/ magic cast upon him during this time 
has a 5% chance per level of the caster of releasing him, in which case his 
actions return to normal after a further two-round recovery period. 

Once a victim’s mind has been absorbed by the Web, only a full wish 
is certain to release him and a /imited wish has a 50% chance (in either 
case, roll also for System Shock). 

Victims of the Web wilt use trickery and/or force to try to get their 
comrades absorbed too, For instance they may, if their capture has not 
been seen by their comrades, pretend to rejoin them and lead them to 
treasure, instead leading them to where other units of the Web ‘can 
ambush them and the Web itself can attack. 


Comments: | have taken a few liberties with this creation since it 
appeared that some detail was incomplete (and readers may think it still 
is). The group entity is a rare phenomenon in D&D, but this particular 
version is quite a popular fantasy concept and deserves a place, in my 
view. DMs may wish to vary the characteristics of the nucleus to make 
the Web more or less powerful, depending on circumstances. They.may 
also wish to rule on the distance over which the lines of force connecting 
the units to the nucleus can be seen. | presume, incidentally, that there is 
no way in which these tines can be cut? - 


(no name and address given) 


No. appearing: 1 
Armour class: 0 
Movement: 36” 
Hit Dice: 8D8 
Treasure: nil 
Attack: special 
Alignment: Neutral 
Intelligence: non 


Magic resistance: see below. 


Created by high-level Magicians, these creatures are composed entirely of 
magical energy and are usually imprisoned in crystalline globes. The 
original creator was wont to send a globe to each of his enemies, the 
globe being magically set to shatter on the touch of the individual enemy 
concerned, thus releasing the creature imprisoned within. If a globe is 
discovered, therefore, it may have been ‘targetted’ on a particular victim 
(in which case only quite a heavy blow will shatter it) or may simply be 
set to shatter on any touch. Once released: the Cyclone will attack the 
person shattering the globe either unti! its victim is dead (in which case’ 
the Cyclone, its task complete, will be dispelled) or until the Cyclone 
itself. is neutralised. 

The Cyclone appears as a whirlwind of energy which shimmers and 
glitters, causing temporary blindness (for 1-3 turns) to all who look 
directly at it within a 20’ radius (save as against magic to avoid the effect). 
It cannot be damaged by normal weapons. When a successful hit is scored 
against the Cyclone, the damage inflicted is also inflicted on the striker. 
of the biow, in the form of energy toss via the attacker's weapon. (Of 
course, damage from a +1 arrow, for instance, does not also harm the 
attacker since there is no physical contact with the Cyclone.) 

Once every three melee rounds the Cyclone emits a 6-dice lightning 
bolt; otherwise it does the same damage as does an Air Elemental and 
sweeps away all creatures of under three hit dice. 

The Cyclone is impervious to most magical spells but can be damaged 

by ice storm, disintegrate and dispel magic (which has a 5% chance per 
level of the attacker of delivering 1-4 damage on the Cyclone and also 
negating the /ightning bolt if it was to be released that melee round). A 
lightning bolt spell will restore the appropriate number of hit points to 
the Cyclone. 
Comments: An interesting variant on the Air Elemental. | wonder 
whether it should be able to sustain itself indefinitely or whether its 
existence should be of a fixed duration? { am inclined to the latter, 
though DMs will make up their own minds. To be fair to players, a DM 
who scatters a few of these globes round his dungeon should also try to 
give players a-chance (by means of rumour or a hidden parchment, 
perhaps) to find out their function, other than by the hard way. 


by David Hicks 


No. appearing: 
Armour class: 


Movement: 

Hit Dice: 

Treasure: 

Attack: by weapon type + 
special ; 

Alignment: Lawtul evil 

Intelligence: very 


An tee Maiden is about 6’ tall and looks fike a-very pale naked human 
femate. Her ‘hair’ is composed entirely of icicles and her eyes arz.a pene- 
trating light blue, with no. discernable iris or pupil. Her body appears to 
shimmer in such a way that her. exact position is uncertain; this 
uncertainty is reflected in her low AC. They speak their own language in 
addition to the common tongue. Ice Maidens are found only in the 
coldest climes, usually underground. They are completely impervious 
to cold but fire-based attackes do double damage. 

Any-character within 30° of an Ice Maiden and who meets her.gaze is 
immediately turned to ice unless a saving roll.is made (as against stoning).. 


If the saving roll is not made, only a full wish will reverse the process, 
and in the meantime the victim is vulnerable to melting, etc. 

Comments: Superficially not particularly strong, but all these creatures 
with instant stoning, paralysation etc. are dangerous — and watch where 
you are putting your torches when a nearby mate has been iced! To 
determine whether a character meets the gaze of an Ice Maiden (or a 
Medusa or anything on those lines, come to that), first determine the 
light conditions — how close would a character have to be to see the 
eyes? When the potentially vuinerable group has been identified thus 
discount, any character who had taken specific avoiding action (like 


‘using a mirror); for the rest, have them make a saving roll to see whether 


they have’ met the gaze (this is an instance in which a save. against 
intelligence could be useful); only if they fail that roll do they suffer the 
effects. The system will vary from DM to DM, of course, and this isn’t 
in any way authoritative; however, | have found that few DMs pay 
attention to the prevailing light conditions in these circumstances. 


tons 
by les Stross. 


No. appearing: 1 

Armour class:  —4/2/4 
Movement: 12” 

Hit Dice: 15D8+4 
Treasure: in lair A,2B,Z. 
Attack: special 
Alignment: Lawful evil 
Intelligence: high 


The Gazer, or Spherical Killer, is a strange relative of the Beholder. Only 
7 of these creatures are known for certain to exist. Like its cousin it is 
most often found underground. it appears:very much like the Beholder 
with one significant difference — in the Eyes. 

There are 10 smal! eyes located around a reddish central eye in the 
front, with a mouth set at about 40° from the vertical, The mouth is used 
primarily for feeding (though in extreme circumstances, when other 
measures are not available, the creature will use it to bite a victim for 2-5 
damage) and is surrounded by 4 small eyes used solely for vision. The 10 
small eyes around ‘the central eye are usually pointed at that central eye, 
for this is the creature’s main method of attack. The 10 independent eyes 
project beams of tight, once each melee round, at the central eye which 
in turn focuses them and discharges the collected light in a single 
powerful beam 5’ in diameter over a range of 60’. A victim caught in the 
beam takes’ damage equal to the number of hit points the Gazer has 
remaining at that time. A saving rol! is permitted; success halves. the. 
damage. 

The 10 eyes can project their beams individually at separate targets 
without using the central eye as a focusing device; in. this case the 
number of hit points delivered in damage is 10% of the beast’s total per 
eye, the diameter of the beam is 6” and its range 20’. - - 

The central eye performs one other function. If it has been used to 
focus the beams of all 10 individual eyes, and if by this means a hit has 
been scored on a victim, the central eye then acts as a Gem of Brightness 
for 1-4 melee rounds thereafter, the victim being subject to all the effects 
(though damage is halved if a saving roll is made against dragon breath). 

The small eyes around the central eye are all AC —4; each contains 1% 
of the creature's total hits. The pulpy mouth is AC 4 and contains 50% 
of the total hits. The,central eye is also AC —4 and contains only 1% of 
the total hits. The body is AC2 and contains the remaining hits points. 

The scaly hide of the Gazer is dotted with minute eyes — about 1000 
of them — which are-realistic enough to confuse unless studied from close. 
quarters. If anyone tries to hit a ‘fake eye’, they have. 1 hit point each but 
are treated as AC —-9. The Gazer hide is therefore highly prized if it can 
be collected intact since it can be used as a Robe of Eyes by any 
character class. The hide itself is a dirty blue-grey, the eyes coloured like 
rubies. Each minor eye (not a ‘false eye’) is. worth 50-100 gp and the 
central eye is worth 200-600 gp. 

The Gazer can telekinese 8,000 gp weight. Its saliva is mildly 
poisonous — anyone who is bitten by a Gazer must make a saving roll 
against poison or suffer mild itching which cuts their hit probability by 
10% for one day. 

Comments: Well, this is a brute and no mistake! A very well-constructed 
creature and the product of a highly fertile imagination — we will be 
seeing more of Charles’ creations. ; 

Although Charles did not specifically mention these points, | would 
suggest (a) invulnerability to normal weapons — at least a +2 weapon 
required to hit; (b) high magic resistance — say 50%; (c) perhaps some 
ipsionic ability. No — I’m not trying to make it even nastier just for the 
sake of it, but these things appear to me to be consistent with the 
beast’s development. 

Certainly the most powerful creature to have featured in the Factory 
so far, but fearsomely logical and creating a very vivid (and nasty!) image. 
ee ee 
By the time you read this, and major unexpected 
hitches aside, the Fo/fo will be well on the way to 
publication — we are aiming for November and seeno 
reason at present why we should be delayed. Though | bh 
say it myself, it-is shaping up rather well; | don’t think Ss) 
those who like the Factory will be disappointed. @ EO 
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OPEN BOX examines Science Fiction and Fantasy games and rulebooks 
currently in the shops. The reviews have been written by either 
independent authorities or members of the White Dwarf Test Panel. 
The OVERALL figures on a 1—10 scale, rates the game itself taking all 
factors into consideration. 


MERCENARY (Book 4) — £2.95 
1001 CHARACTERS (Supplement 1) — £1.95 
Game Designers’ Workshop 4 


TRAVELLER _ itself was 
reviewed in White Dwarf 6. 
At the time | thought the 
game, though excellent in 
many ways, would probably 
not ‘catch on’ and was 
destined to occupy shelves 
rather than minds. It seems 
| was wrong. 

MERCENARY is, quite simply, an addition to the rules, 
printed in the same excellent format as the three original books. 
It deals exclusively with the professional mercenary — his 
recruitment, training, equipping and gaining of experience, to- 
gether with additional combat rules and new ‘ironmongery’ — 
weapons, vehicles, artillery, armour and miscellaneous equip- 
ment. Much of the book fills out the basic information given in 
the first three books with particular relevance to the mercenary 

If you are ‘into’ Traveller, this will be a welcome extension 
to the rules and will add to the already-wide scope of them. 

1001 CHARACTERS is just what it says —a catalogue of 1001 
Traveller characters, pre-generated for convenience and 
complete with service rank, age, cash balance, skills and 
mustering-out benefits. The characters are subdivided into 
sections each corresponding to one of the service arms — Navy, 
Marines, Army, Scouts, Merchants and Others — with a seventh 
section containing ordinary encounter individuals. 

A frustration of Traveller lies in the character-generation 
system which, if you are unlucky, takes you quite a lot of die- 
rolling to reveal that the very promising character you are 
dealing with unfortunately got killed in his final term of service, 
whereupon you start the whole process again. This booklet 
allows players to avoid that process, and for this reason alone 
will be regarded as a valuable asset for those to whom character- 
generation is merely a tedious pre-requisite to getting down to 
the game proper. Others will find it of limited use for rolling- 
up ‘encounter characters’. Either group will find the format and 
the quality up to the high standards of the other Traveller 
materials. 

Overall: Mercenary: 9 
1001 Characters: 6 


Don Turnbull 
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BALASTOR’S BARRACKS 
The Chaosium — £1.99 


BALLASTOR'S 
BARRACKS 


Twelve hundred and _ fifty 
years after the beginning of 
Time, the great walled city of 
Pavis lay under siege by the 
forces of Gerak Kag, King of 
the Trolls. Balastor Brightaxe, 
Rune Lord and High Priest of 
the cult of Pavis was killed, 
but not before he had time to 
call on his patron Pavis for 
aid. Pavis responded. The 
spirit which occupied 
Balastor’s Axe departed and 
was replaced by the spirit of 
Balastor. Balastor’s few 
surviving companions hid the Axe within the underground 
Gryphon Barracks and then died to a man when the trolls 
poured down the staircase. 

Now, 360 years later, Pavis is occupied again. The Lunar 
Empire has moved into the plains of Prax and the residents of 
New Pavis have opened their gates to the invader. 

The legend of Balastor’s Axe is well known in New Pavis. The 
Imperials, wishing to wed their goddess to such a symbol of the 
spiritual life of Pavis, are outfitting an expedition to recover it. 
It is rumoured that the Sartor Exile Army, led by a weapons 
master named Argath, is also attempting to recover the Axe as a 
symbol of the independence of Pavis. Obtaining the Axe will 
not be easy, but the adventurers recovering it could write their 
own ticket. 

Balastor’s Barracks is the first of a series of inexpensive mini- 
dungeons produced by The Chaosium for use with the 
Runequest rules. |t is suitable for a party of six or more player 
characters developed using the previous experience section of 
the rules. It consists of a 24 page booklet in a card cover 
containing an introductory section, two maps and a description 
of 35 rooms containing over 60 monsters. The barracks is too 
large to be explored at one session and too much of a killer 
dungeon to be satisfactory as part of a campaign. 

If used as a solitaire dungeon, Balastor’s Barracks will give a 
feel as to what a party of Runequest characters can handle. The 
layout of the Barracks — three tough complexes and a few odd 
rooms — means that only a party of very tough characters can 
expect to survive. Fighters wearing plate, with a 40% ability or 
better using a thrusting weapon and with a decent level of 
Power are most suitable. Used in this form Ba/astor’s Barracks 
will provide about 40 hours play. 


‘Overall: 5 Jim Donohoe 


BS SS EE 9 Ee ere a 
THE DRAGON CROWN — £1.25 

OF SKULLS AND SCRAPFAGGOT GREEN — £2.95 

Judges Guild 


These are both ‘contest dungeons’, one used for the tenth 
GenCon D&D tournament, the other for the Pacific Encounters 
Convention of 1978. For this reason, they contain a little more 
detail, by way of instructions on setting up the teams, selecting 


‘the characters, working out ‘victory points’ and so on than the 
‘normal’ module, though this will be of little more than passing 
interest unless you are intending them for tournament use. Both 
are based on the original rules plus Greyhawk. 

The Dragon Crown is suitable for 6 characters of experience 
level 1st-4th. It is quite a short, straightforward single-dungeon- 
level adventure which should be capable of completion in 4-5 
hours play. The quest is the recovery of a crown belonging to a 
Red Dragon which threatens the players with promises of break- 
fast (of which they are the main course) if they fail. 

There are 26, rooms in the dungeon, each given a brief 
description and keyed as usual. Their occupants are mainly 
Kobolds — in one sense a good idea to stock rooms with the 
same types of monster since in a tournament the teams could go 
in different ways to their objective, but this will make for dull 
repetitive play in other contexts. 

Though the presentation is pretty good, there are quite a lot 
of spelling/printing errors which are annoying, and a few odd 
‘rules’ with which | would take issue. First we have the old 
hoary fireball business — the damage handed out is divided by 
the number of recipients; so take that cage of white mice with 
you. Then we have the concept of hits being cured by 
bandaging, which seems a trifle odd. To open a secret door, a 
roll is made against the character’s intelligence; | could grant 
this for finding it, but once you have found a secret door, the 
fact that you have found it and identified it as such means you 
already have an idea how to open it, and brute strength is 
probably all that is required from then on. Also, to detect 
nature of traps, characters roll against wisdom; surely intel- 
igence?? Well, you don’t have to adopt these ‘rules’. 

Of Skulls and Scrapfaggot Green is a much larger affair, an 
adventure in three sections — first in a town then in a dungeon 
and finally in a wilderness setting. Players have to find a key in 
the town which they will use to enter the wizard’s tower, then 
in the tower they have to find a skull, then they must journey 
through the Forbidden Lands, directed by the skull, and 
perform the final act of the quest at their wilderness destination. 


ee 


The adventure is suitable for 10-12 characters of experience 
level 3rd-6th. The rules contain ‘promotions’ for the characters 
as they proceed from town to tower to wilderness. 

Although the format of Skulls is the same as that of Dragon 
Crown, the former is a much more impressive publication. The 
adventure details ‘read’ well and convey something of the at- 
mosphere. The adventure itself is well planned and carefully 
designed, though there are a number of parts of Sku//s which are 
of no direct relevance to the adventure, and players could waste 
a lot of time in them (a curous design for a tournament; it 
doesn’t say how long the tournament team’s were allowed, but | 
doubt if the entire adventure could be played in much less than 
a full weekend). A particularly useful feature for tournament 
use is that monsters’ attacks are pre-rolled. 

Inevitably there are curiosities such as appear in almost every 
Judges Guild publication of this sort. A pendant called 
Akbeth’s Sigil, a necessary part of the parties’ equipment if they 
are to get anywhere at all, is mentioned in the introduction but, 
search as | might, | can‘t find it anywhere in the text. There is a 
tractor beam in the dungeon which smacks of technology 
entirely inappropriate to the setting. Level 6% room 3 carries in 
the explanatory text mention of a diagram, but the diagram 
itself is absent. The dungeon levels are numbered 3%, 4%, 6% 
despite the fact that there is no level 4 or level 6 (or 2 or 5, 
come to that) and the plans of the dungeon levels change 
orientation from one to another, so ‘north’ moves round and if 
you don’t spot this it could be very confusing. Finally the word 
‘errata’ is wrongly spelled — about the last word which should 
contain an error! Most of these are trivial annoyances but they 
do indicate an incautious approach to the publication which 
TSR, for one, appear to have eradicated. Neither of these 
products are up to the standard of the 7SR modules, either in 
design quality or presentation. However they are by no means 
of poor quality, and Sku//s in particular provides an interesting 
and absorbing adventure. At the price, they represent reasonable 
value for money. 

Overall: Dragon Crown 5 
of Skulls and Scrapfaggot Green 7 


Don Turnbull 


Molten Magic takes a look at some of the new 
science fiction and fantasy figures which are 
becoming available. The code letters and 
numbers shown on the photographs are purely 
for identification purposes and not those used 
by the manufacturers. The manufacturers’ codes 
are shown in brackets after the title of 
individual figures. 


A. Graenwood & Bali + G, Martian Metals 
1, Dwarf with Spear and Shield 1, Eastern Man (FFG3) (15am 
(SSt29} 2. Rider of the East (FF GO) 
2. Adventurer with Two-handed (15mm) 
Sword (SS112) 3. Habgoblins (FF7) (15mm) 
3. Cloric with Club and Shield 
(5S115) H, Ral Partha ) 
4. Adventurer wit! 4 1, Werewolf (ES61 
Ae TTT monended 2! Air Elemental (ES64) 
as 1, Citadel Miniatures 
S 1. Giant Spider (FF49) 
; 2. Goblin firing Bow (FF 22) 
2. Magic User (DA33) 
3, Minotaur (FFT7) 
3, Fighter (DA41) 
4. Giant Scorpion (F FSO) 
C. Fantasy Figures Untimited 5, Saloman Warrior with Sword 
1. Assorted Gangsters (G1) (FF45) 
6. Salaman Warrior with Pike 
D. Miniature Figurines (FF42) 
1. Skeleton with Basket of Bones 7. Great Fire Dragon (FF33) 
(VFW119) 8. Bard with Sword and Lute 
2. Skeiston with Barrel (VFW118) (FAG) 
3. Skeleton holding Lantern 


9, Paledin wath Sivord (FAiO) 


{VFW120) 10. HMlusionist (FAT 

11. Qwarf with Two-handed 
E, Grenadier Models Hammer (F A15) 
1, Carrion Creeper (W688) 12, Hero's Armour hanging on 
2. Oren (GB) Post (FS26) 

13. Naked Girt in Stocks (FS20) 
F. Archive Miniatures 14. Victim in lron Cage hanging 
1. Samura! (402) from Gibbet (FS22} 
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It is rumoured that a party of Dragonewts, many years ago, harboured a 
young Wyrm which had been injured while escaping from a party of 
Morokanths. The Wyrm is said to have made good its escape bearing 
scrolls and treasures that the Morokanths would pay well to recover. One 
scroll in particular is of inestimable value to them. 

However, the Dragonewt colony either died out, or moved on, as few 
traces of them now exist in this particular area. That the Dragonewts did 
at one time roam the area is almost certain, since runic carvings, said to 
be of Dragonewt origin, can still be found on the walls of a small cave 
and in the bark of an old hollow tree situated about 100 yards from the 
cave. 


1. Oak Tree 


This has been struck by lightning and is Walleve with a ormangulae hole in 
the trunk, The hole is 3’ high and 2’ 6" wide at the base. It will need to 
be widened if any character or creature over SIZ 15 should wish to use 
this entrance. Those of SIZ 15 must throw vs. DEX to avoid becoming 
stuck for 1010 turns. The internal diameter is 10’ and is one-third filled 
with rotting leaves, small branches and twigs. Carved in the bark above 
the hole are barely legible signs. If any members of the party can read 
Dragonewt, throw Basic Perception x 3 or fess on percentile dice to de- 
cypher: the carvings read “Mind the step!’”. Beneath the leaves and twigs 
is a3’ by 3’ metal grille which appears to seal off a pit. The distance from 
the grille to the first firm footing below it is 10’ —. the step to be 
‘minded’. From this platform, stairs, cut into the earth, wind down. Roots 
force their way through the walls presenting ample handholds. The 
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terminates with a locked, rotting wooden door. 


2. Corridor 
Chained to the east wall is a Scorpion Man: 


STR 17; INT 4; POW 11; L 3/5 R 
CON 12; DEX 6; CHA 3; SIZ 17 3/4 3/6 3/4 
Sting (1D6 + 1D6) 40% 3/3 3/5 3/3 
Sting SR7 3/3 3/3 
Defence 0% Move 8 3/3 3/5 . 3/3 


Explodes on dying doing 3D6 damage 
to anyone within 15’ radius. 


TOTAL HPS:14 


Aithough chained up, he is hostile and eager to pick a fight with anyone. 
He cannot reach anyone squeezing past against the W wall but he will 
hurl abuse and challenges, and, as far as the chains will allow, make 
threatening gestures, !unge against his chains, and infer that he has slept 
with the wife/girlfriend/boyfriend/daughter/son/mother/father/etc. of 
everyone in the party in an attempt to start a fight. If he is slain, the ex- 
plosion will not only seal off the passage but alert the occupants of 3, 4, 
5, 6, 9, 10 and 11 who ee thereafter be surprised. Both doors are 
locked. 


3. Old Entry Hall. 


Whichever way the party enters, around the corner, strutting towards 
them comes a Duck, wearing composite, horned helmet, and loincloth: 


QUINCY (Superhero, barbarian Duck) 


STR 12; INT 18; POW 12; L 3/5 R 
CON 14; DEX 13; CHA9;SIZ5 —-/4 +/6. —/4 
Short Sword (1D6 + 2—1D4) 80% Parry 80% Points 20 1/5 . 
Short Sword SRS Spell SR2 —/5 —/5 


“Master of Quack Fu’’ — two attacks per melee turn TOTAL HPS: 13 
or one attack, one parry per melee turn or two parries. 

First at SR 5, second at SR 10. 

Fist (1D4) 100% Parry 100% 

Kick (1D6) 100% Parry 100% 

Butt (1D4+4) 100% Parry 10% Points -/3 

Butt gets +4 if Quincy is wearing horned helmet. In dire situations he 
may try to parry with helmeted head, but chance of parrying is reduced 
by his natural reluctance to put his head where his opponent's weapon is 
likely to be! Note that the loincloth gives 1 point of protection. 

Defence 15% Move 5 

Healing 4, Bladesharp 2, fronhand 4, Protection 4, Countermagic 3. 


\f greeted in a friendly manner, Quincy will act bashful but will join the 
party until they leave the dungeon. He is searching for a red-headed girl 
named Valda. If approached in a neutral manner, roll on Response Chart. 


4. Old Guard Room 

Three Trollkin corpses lie on the floor (Quincy has been this way) along 
with 2 short maces, a one-handed spear, 1 open helm, 1 large shield, a 
scattering of white feathers, and a small leather purse containing 3 Clacks. 
5. Old Store Room 

Room lit by lamps hanging from ceiling 15’ above. The lamps consist of 
wicks floating in animal fat. Four Trollkin: 


BELBOD 


STR 9; INT 7; POW 6; L 3/4 R 
CON 12; DEX 18; CHA 4; SIZ9 3/3 3/5 3/3 
Broad Sword(1D8+1) 35% Parry 35% Points 20 3/4 
Dagger(1D6) 30% Parry 20% Points 10 3/4 3/4 


Medium Shield Parry 35% Points 12 
Broad Sword SR5 Dagger SR6 
Defence 5% Move 6 ; 
Leather armour, cap. 10 Lunars in purse, 48 Lunars in bedroll. 


TOTAL HPS: 12 


Twin brother: 
DANVER 


STR9; INT 7; POW 6; L 3/4 R 
CON 12; DEX 18; CHA 4; SIZ9 3/3 3/5 3/3 
.Broad Sword({1D& +1) 35%. Parry 35% Points 20 3/4 
Dagger(1D6) 30% Parry 20% Points 10 3/4 3/4 


Medium Shield Parry 35% Points 12 
Broad Sword SR5 Dagger SR6 
Defence 5% Move 6 

Leather armour, cap. 12 Lunars in purse, 53 Lunars, 208 Clacks in bedroll. 


TOTAL HPS:12 


POTMAW 

STR 11; INT 13; POW 10; L 3/4 R 
CON 12; DEX 9; CHA 2; SIZ 8 1/3. 1/5 «31/3 
Broad Sword(1D8+1).40% Parry 40% Points 20 1/4 
Dagger(1D6)35% Parry 30% Points 10 1/4 1/4 


: Broad Sword SR6 Dagger SR7 Spell SR 3 © TOTAL HPS:12 
| Defence 5% Move 6 

: Disruption 

120 Clacks in purse, plus several buttons and washers that have been 
palmed off on him as ‘foreign coins’. 


DENZELM 

STR 13; INT 14; POW 3; — L 3/3 R 
CON 8; DEX 15; CHA 2; SIZ 9 3/2 3/4 3/2 
Sling(1D8) 35% 3/3 
Spear(2H)(1D10) 30% Parry 25% Points 15 3/3 3/3 
Light Mace(1D6) 30% Parry 25% Points 20 TOTAL HPS:7 


Small Shield Parry 25% Points 8 

Sling SR2 Spear(2H) Lt Mace SR7 Spell SR2 

Defence 5% Move 6 : 

Disruption, Healing 2. 

Leather armour and cap. 153 Lunars in purse. 

On N wall is a shelf on which rests an ornate metal head-dress with wires 
attached. If worn it reduces the INT of the wearer to 4 for 1D10 turns. 
On hook behind the door is a bag containing 2 Wheels and 483 Lunars. 


6.’ Old Guard Room 

Lit by 4 flambeaux in holders, 2 on N wall, 2 on S. The flambeau nearest 
the secret door opens it if twisted; should the flambeau be pu/led then a 
trap opens beneath the puller. Throw vs. DEX x 5 to avoid falling 15° 
onto spikes for 1012 damage. !n the room is a Great Troll: 
MOON ; 
6/7 R 


STR 26; INT 4; POW 10; L 
CON. 16; DEX 10; CHA 2; SIZ 26. 716 «67/8716 
Great Sword(3D8+2D6) 40% Parry 25% Points*30 77 


Great Sword SR4 Spell SR3 7f7 7/7 
Defence 0% Move 7 TOTAL HPS:21 
*Great Sword is iron, and is also Magic Matrix for Coordination, 
Countermagic 2. ‘ 

Chainmail, open helm. 77 Clacks, 69 Lunars and an opal worth 295 
Lunars. 


7. Small Cave 


The roof is 20' high. At the rear is a 10° diameter stalagmite which 
conceals the entrance to the tunnel complex. The entrance is only found 
by a successful Spot Hidden throw. 


8. Dragonewt Cave 


The roof is 25’ high. The W wall has a 3’ x 4’ crack leading to 7. The E 
wall bears runic carvings, ancient and worn, that some believe to be of 
Dragonewt origin. 


9.. Old Barrack Room 


The room is lit by a torch rammed ina crack in the floor. From outside, 
a listener would hear the sound of muffled singing in an unrecognisable 
tongue. Hanging from a coat hook on the N wall is a drunken Dwarf who 
is waving an almost empty bottle. Between swigging and singing, he 
occasionally’ holds ‘his breath until his ears turn blue, gets annoyed and 
returns to his bottle for comfort. He wil! be an instant friend of anyone 
with alcohol: 


ODIL 

STR 14; INT 11; POW 11; L. 4/4 =R 
CON 13; DEX 10; CHA 10; SIZ 7 3/3. 5/5 3/3 
Axe(1D8+2) 45% Parry 45% Points 15 5/4 

Small Shield Parry 40% Points 8 3/4 3/4 


Axe SR7 Spell SR3 TOTAL HPS:12 
Defence 0% Move 6 

Detect Gold, Bladesharp 2, Invisibility (thow vs. INT x 3 to remember 
Invisibility before it can be cast — Odil is trying to remember it when 
first discovered). 

Evaluate Treasure 75%, Move Silently 50%, Spot Trap 65%, Disarm Trap 
65%. bette, 

Scale armour, cuir limbs, open helm. Odil has 41 Clacks to his name and 
owes the Thieves’ Guild 1800 Lunars for training. 


10. Mess Room 


In. the centre is a table around which are six chairs. On the table is the 
remains of a meal — a carcass of roast duck with a fair amount of meat 
still on. it. Three half-empty wine bottles, assorted platters, gourds, 
goblets, well chewed bones, scraps of meat and bread etc. litter the table. 
The entire dinner ‘service’ is worth about 25 Clacks. On the floor under 
table is a single Clack (5% change of spotting) amid reeds and rubbish. 
In NE corner is a loose flagstone — only noticeable if trodden on — 
beneath which is a small chest. A poisoned needle (1D4) protects the 
lock. The chest contains 130 Lunars. (The alcohol is useful for bribing, 
Odit (9); the duck is definitely not useful for bribing Quincy (3).) 


11. Temple 


Entry from E and W is via slits in heavy black drapes. The N and S walls, 
are hung with old, and exceedingly dusty, tapestries worked in silver 
thread. The tapestry on the N wall depicts a winged serpent with an 
injured wing and reptilian bipeds gathered round it, and the one on the S 
wall shows a winged serpent seemingly asleep on a pile of discs, again 
with reptilians in attendance. . 

On entry into the room a Blinding spell is automatically cast lasting 
10 melee turns. During this period the adventurers have all of thelr 
abilities, both combat and otherwise, reduced to a basic 5% whilst they 
remain in the room. The spell will not be recast for 10 full turns, so that 
re-entry of the room after the first 10 melee turns will be as normal. 

If, after the first melee turn during which the spell is cast, all.or any 
of the party remains in the temple, the Priest and three Trollkin 
henchmen will enter and attack. Their attacks and abilities are unaffected 
by the spell, except that no visually aimed spells can be cast during the 
period: 


GROPER (Dark Troll Priest of the Kyger Litor Cult) 


STR 24; INT 12; POW 14; L 6/6 R 
CON 15: DEX 15; CHA 14: SIZ 15 6/5 6/7 6/5 
Broad Sword({1D10+1D6*) 60% Parry 50% Points 20 6/6 
Dagger(1D6+1D6*) 40% Parry 35% Points 10 6/6 6/6 


Large Shield Parry 55% Points 16 
Broad Sword SR5 Dagger SR7 Spell SR2 


TOTAL HPS:12 


; Defence 5% Move 8 


Bladesharp 3, Fanaticism 2, Healing 6, Blinding. 

Full chain mail with closed:helm. Gold ring with large pink crystal on 
right hand (Power Storing 12 points). 

*Potency 12 blade venom on sword and dagger. 


ITCHY 

STR 9; INT 7; POW 6; L 1/4 R 
CON 12; DEX 18; CHA 4; SIZ 9 1/3 «1/5 1/3 
Bastard Sword(1D10) 40% Parry 40% Points 20 1/4 
Dagger(1D6) 100% Parry 90% Points 10 1/4 1/4 


Bullwhip(1D4) 75% Parry 65% Points 10 
Bastard Sword SR5 Dagger SR6 

Bullwhip SR2 Spell SR1 

Defence 5% Move 6 

Healing 2, Protection (cost 4 POW points). 


TOTAL HPS:12 


N.B. Itchy has a Wyvern-hide jacket which gives him 5 pts armour to 
chest and abdomen. (1 pt has been lost in the tanning process) but there 
is a 50% chance that he will have taken it off. In this event he will 


‘attempt to put it on, provided that he is not engaged in combat in the 


first two melee turns. It is unrecognisable from any other old. sleeveless 
feather jacket. (Players would have to have seen the. protection afforded 
by the jacket in: combat to appreciate its worth, They should not be told 
anything.) The jacket may be worn over or under armour. 

Itchy will use the whip to snare or trip an opponent so that he can get 
to close quarters with his dagger, delaying that attack to SR10, in order 
to aim his blow. Itchy has a less than average INT but a terrific sense of 
self preservation! If, therefore, his side is losing badly, and all other Troll- 
kin are wounded, Itchy will exit without delay. ° > 
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LAIR OF THE WHITE WYRM 


SCRATCHY 

STR 5; INT 10; POW 9; ‘ L 7/3 R 
CON 9; DEX 15; CHA 3: SIZ 5 1/2 4/4 1/2 
Smail Mace(1D6) 45% Parry 45% Points 20 4/3 
Medium Shield Parry 30% Points 8 7/3 7/3 


Small Mace SR8 TOTAL HPS:8 
Defence 5% Move 6 
Full helm, cuir body, arms nil, bronze greaves. 


-Silver bracelet on left wrist (50 L), 54 Clacks and 1 Wheel in purse. 


BURKE 

STR 15; INT 5; POW 12; L W7 R 
CON 18; DEX 6: CHA 2: SIZ 12 7/6 8607/8 «716 
Morningstar (1 D10+1D4)35% Parry 45% Points 12 7/7 

Large Shield Parry 75% Points 12 7/7 V7 


Morningstar SR8 
Defence 0% Move 6 
Plate mail, full helm. Wears a gold (coloured) bracelet — 
worth 11 Clacks. 

On black draped altar is a silver chalice and three battered candlestick 
holders. Each item is worth 200 Lunars. In: front of the altar is a 5’ x 5’ 
trap (marked ‘x’) which opens if any item on the altar is moved. The trap 
opens to a 20’ drop, terminating outside 23 (marked ’x’}, for 1D8 
damage —- doubled if victim is wearing plate armour.on body. 


12. Hall of Mirrors 


The room appears to be very large, about 60’ x 60’ with a large number 
of fighting men and three other exits, all blocked by groups of well 
armed men. ff the party lingers long enough, they may notice that the 
groups blocking the exits are similarly dressed to themselves ... The 
room is in fact an arrangement of mirrors and the only occupants are 
four zombies: 


TOTAL HPS:18 


junk trinket — 


EEN 

STR 18; INTO; POW 1; CON 16; DEX 5; SIZ 12 L —/6 R 
Two-handed Club(1D12+4) 25% Parry 15% Points15 —/5 —/7 —/5 
Two-handed Club SR9 ; -/6 

Move 6 —/6 —/6 
TWEE 

STR 13; INTO; POW1; CON 18; DEX 8; SIZ 17 L —/7 R 
Two-handed Club(1D12+4) 40% Parry 20% Points15 —/6 —-/8 —/6 
Two-handed Club SR9 -—/7 

Move 6 ; -/7 —/7 
DRIE 

STR 13; INTO; POW 1; CON 13; DEX 8; S!Z 17 L —/5 R 
Two-handed Club(1D12+4) 40% Parry 15% Points15 —/4 —/6 - —/4 
Two-handed Club SR9 —/5 ‘ 
Move 6 —/5 —/5 
VIER 

STR 12; INTO; POW 1; CON 13; DEX 7; SIZ 7 L —/4 R 
Two-handed Club(1D12+4) 35% Parry 15% Points 15 —/3 —/5.. —/3 
Two-handed Club SR9 —/4 

Move 6 afd —/4 


In the centre of. the room is a chest containing 200 Lunars and 7 Wheels. 


13. Room of Breezes 


Whichever door is used for entry, the other door will always be open and 
a‘sudden gust of wind will douse all torches. 


14. Snake Pit 


Around the edge of the room is a 3’ wide walkway surrounding a 20’ 
deep pit. A bronze runged ladder leads down into the pit where 9 snakes 
guard a 2’ square trapdoor in the centre. Beneath the trapdoor is a chest 
containing 1000 Lunars, 31 Wheels and a coral necklace. 

The necklace is a: 


CORAL SNAKE All Snakes 
STR 4; POW9; CON 8; DEX9; SIZ 1. TOTAL HPS: 6 —/5 
Bite(1D4+Systemic poison potency 12) 75% SR3 —/6 
Snakes in pit: —/8 


WEAPON SNAKES 
1) STR 4; POW9; CON 15; DEX 9; SIZ 3. TOTAL HPS: 13 
2) STR 3; POW 11; CON 13; DEX 11; SIZ 3. TOTAL HPS:11 
3) STR6; POW7; CON 11; DEX 10; SIZ 1. TOTAL HPS:9 
All sword tailed(1D6+1) 25% Parry 25% Points 12 SRQ. 
All move 4 
STAKE SNAKES 
4) STR6; POW 11; CON 15; DEX 14; SIZ 1. TOTAL HPS:13 
5) STR 4; POW 11; CON 14; DEX 8; SIZ 3. TOTAL HPS:12 
6) STR 5; POW 12; CON 11; DEX 11; SIZ 6; TOTAL HPS:9 
7) STR 1; POW 7; CON 8; DEX 3; SIZ 1. TOTAL HPS:6 
All hard pointed snout, launch up to 10’, (1D6+1) 25% SR6 
All move 4 
SPIT SNAKES 
8) Male 
STR 3; POW 11; CON 13; DEX 13; SIZ 3. TOTAL HPS:11 
Acid(tD6 potency) 25% 
Bite(1D4) 25% Move 4 
9) Female 
STR 6; POW 11; CON 15; DEX 14; SIZ 1. TOTAL HPS:13 
Oil(*) 35% 
Bite(1D4) 25%. = Move 4 
*Foul smelling — eliminates all chance of secrecy for one week, 
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| 15. Cupboard 


Old secret cupboard, the floor of which is littered with debris plus an 
ancient skeleton with the skull stoved in. 


16. Old Store Room 


In amongst hay and rubbish is a mouldy bag containing 62 Ciacks and a 
necklace with a huge paste diamond worth 20 Lunars. Among this mess 
are 6 rat-shaped, armadillo-like creatures — Rubble Runners: 


1) STR 3; POW7; CON 10; DEX 13; S1Z 2. TOTAL HPS:8 


‘'2) STR 1; POW 8; CON 15; DEX 15; SIZ 3. TOTAL HPS:13 


3) STR 5; POW 11; CON 10; DEX 13; SIZ 3. TOTAL HPS:8 
4) STR 2; POW 12; CON 9; DEX 15; SIZ 1. TOTAL HPS:7 
5) STR 3; POW 10; CON 7; DEX 10; SIZ 4. TOTAL HPS:5 
6) STR 2; POW 12; CON 3; DEX 8; SIZ 1. TOTAL HPS:1 
All bite (1D6) 25% SR10 
Defence 10% Move 6 

Atl Rubble Runners 


L 2/5 R 
2/4 2/16 2/4 
2/6 
2/4 2/4 


17. Old Bandit Lair 


The room is cobwebby, dusty and rubbish strewn. The secret door in the, 


E wall is a loose slab 6‘ above floor level. Amid the rubble.in the SE 
corner is a broadsword(1D8+1) 15 points left. Also two daggers(1D6) 10 
points each. Hanging from a hook on the N wall is a composite bow, 
quiver and 12 arrows. In bottom of quiver, wrapped in rags are 2 Wheels. 
(Roll 1D12 — 1-10:amount of damage taken by bow, 11 or 12:bow 
undamaged. 


18. Ceremonial Chambers 


fn the room are two Dwarf thieves, a captain and lieutenant, who are 
looking for a Dwarf who has gone off on a drunken spree {Odil, see 9): 


YURIK 

STR 16; INT 15; POW 14; : L 4/6 R 
CON 17; DEX 9: CHA 14: SIZ 7 -/5 5/7 —/5 
Warhammer(1D6+2) 55% Parry 50% points 15 5/6 

Small Shield Parry 35% Points 8 6/6 6/6° 


Warhammer SR8 TOTAL HPS:16 
Defence 5% Move 6 
Scale body, greaves, open helm. 


45 Lunars and 103 Clacks in purse, 3 flasks of wine, one of water on belt. 


GARESH 

STR 20; INT 18; POW 17; ; t 5/7 R 
CON 18; DEX 12; CHA 12; SIZ 8 5/6 5/8 5/6 
Morningstar(1D10) 80% Parry 70% Points 12 5/7 
Shortsword(1D6+1) 70% Parry 60% Points 20 5/7 5/7 


Small Shield Parry 45% Points 8 
Morningstar SR7 Shortsword SR8 
Defence 15% Move 6 : 

Full chainmail, closed helm. 50.Lunars, 98 Clacks and 1 Wheel in purse, 2 
flasks of wine, 2 flasks of water on belt: 


TOTAL HPS:18 


The wine is to be used to lure Odil (see 9) back to camp. If the party are 
friendly, the Dwarves will warn of the snakes in 14. - 


19. Lower Sentry Outpost 


The secret door to 20 is guarded by a goat-headed humanoid — a Broo. 
He is immune to all poison and disease, but carries Wasting disease: 


PUKEL 

STR 16; INT 8; POW 5; L 3/6 R 
CON 14; DEX 12: CHA 2; SIZ 18 2/5 3/7 ~~» 2/5 
Spear” (2H)(1D6+1+1D4) 35% Parry 35%: Points 15 3/6 
Butt(1D4) 15% Parry 10% oa 2/6 : 2/6 


Spear(2H) SR4 Butt SR8 TOTAL HPS:16 
Defence 0% Move 9 
Cuir, leather limbs, head natural. 


*Spear is a sharpened stick with a fire-hardened point. 


20. Lair of the Wolf 


In the room is the Wolfbrother, Wulf, who is immune to bronze weapons 
and only vulnerable to Runic (pure) metals or magic: 


WULF ; 
As Wolf: STR 22; INT 5; POW 11; L 1/4. .R 
CON 11; DEX 9: CHA 10: S!Z7 17 «4/5 = 1/3 
Bite(1D8+1D4) 35% : 1/4 
Bite SRO , 1/4 1/4 
Defence 10% Move 12 TOTAL HPS:10 
As Man: STR 11; INT 9; POW 11;..CON 11; DEX 9; CHA 10; SIZ 7 


Large Axe(1D8+2) 30% Parry 30% Points 15 
Large Axe SR7 
Defence 0% Move 8 
Track by Smell 60% Hide 60% -Move Silently 50% Sense pabushy 50% 


Being Chaotic, Wulf would recognise Francher (see 23) for nae he is and 
would not attack him. In death, Wulf reverts to human form. There is a 
50% chance that he will bein human form when first encountered. He 
has 45 Clacks, 21 Lunars and 5 Wheels in a purse. 


21. Old Food Store 


‘Scattered on the floor of this small store room are 3 human. corpses, 4 
dead Trollkin, 4 shortswords(1D6+1); roll 1D20 for each to determine 
points left, 1 rapier(1D6+1) with 15 points left, 2 daggers(1D6) with 10 
points each, a small shield, 2 closed helms, 1 open helm and a full suit of 
chainmail. Also lurking in the room: 


SHADOW CAT . 
STR 7; POW 19; CON 13; DEX 19; SIZ 4 L —/5 R 
Bite(1D6) 40% Rip(2D6) 80% —/4 —-/l6 —/4 
Bite SR8 Rip SR8 —/6 
Defence 20% Move 10 —/4 —/4 


Move Silently 60% Ambush 50% Hide 80% 
22. The Shelled Guards 


In the room is a 5’ high stone wall roofed with a metal grille and closed 
off by two locked gates along the N side. The key to the gates hangs on a 
hook on the N wall. Illumination is provided by wicks floating in oil 
lamps. In the room are two Dragon Snail guards: 


SKYNE (One Headed) 


TOTAL HPS$:11 


STR 25; POW 16; CON 10; DEX6; SIZ 23 4/6 Head 
Bite (1D6+2D6) 40% 4/6 Body 
Bite SR8 8/7 Shell 


Defence 0% Move 3 


CALLOB & GRYMP (Two Headed) 

STR 33; POW 16; CON 15; DEX 4; SIZ 28 4/6 4/6 Head 
Bite(1D6+2D6) 40% 4/6 Body 
Bite SR8 8/7 Shell. 
Defence 20%* Move 3 ‘ TOTAL HPS:19 
Callob and Grymp will each attack different targets. 

*Their appearance is so confusing that it acts as a natural defence. 


23. The Keeper 
Chained to the E wall is a man (Ogre): 


TOTAL HPS:13 


FRANCHER 
STR 22; INT 15; POW 12; L 4/6 R 
CON 16; DEX 13; CHA 18; SIZ 14 2/5 2/7 2/5 
Weapon({Damage +1D4) 35% Parry 30% 2/6 
Weapon SR4+ weapon length Spell SR2 2/6 2/6 
Defence 10% Move 8 TOTAL HPS:16 
Healing 4 


Disguise 60% Move Silently 45% 
Leather armour and open helm. 


Franchercan spit Acid of 2D10 potency 4 times a day, 6 yard range, SR2. 
If attacked he will spit at attacker. This is why he has not been killed yet, 
although he was ‘spat’ out when captured. 7 

He is very hungry and hasn’t eaten for 4 days. He likes human flesh 


but would not eat the flesh of friends . 
helps him. 

On the table in the middle of the room is a bastard sword(1D10) with 
20 points, main gauche(1D6) with 20 points, two keys ona ring (one to 
the Ogre’s chains, the other to the lower gates of 24), a now-empty purse 
and a leather bag containing a half-eaten human arm and a half-eaten 
French Joaf. There is also a skin of water: the Ogre is very thirsty. 

The secret door in the SE corner is 6’ above floor level 


24. Lair of the White Wyrm 


The gates are locked. Opening them automatically closes and Jocks the gates’ | 
at the top of the stairs (22). The key is needed to re-open them. In room 
is a legless, winged serpent of apale grey colour. It will take to the air to 
attack but owing to a badly healed wing and lack of space to really 
exercise it will land and fight on the ground after 10 melee turns. It is the 
White Wyrm: 


. . a friend being anyone who 


AURON ~ : 
STR 34; INT 12; POW 22; L 8/6 R 
CON 15; DEX 13; CHA 13; SIZ 44 8/5 8/7 8/5 
Bitel1D1.0+4D6) 50% 8/6 

Bite SR7 8/6 


Defence 20%* Move 10 
Disruption, Dullblade, Healing 6. . 
Around its neck is a ruby in.a gold chain setting worth 5400 Lunars. 


In a niche, 10’ up on the S$ wall, is ‘a smal! wooden box containing 2 
potions of double strength healing, 1 of blade venom potency 9, and 4 
scrolls: 

Scroll 1: increases constitution of reader by 1 point. It takes 16 weeks to 
work; each time the scroll is read, throw 1D6. 1-4 the scroll disintegrates. 
The scroll will disintegrate after the fourth person reads it anyway. 

Scrol} 2: secret technique scroll giving 10% increase in Broadsword attack 
and parry immediately. It can only be read twice and then it disintegrates. 
tt can be read twice by the same person for double benefit. 

Scroll 3: unreadable due to old age. It requires very careful handling or 
else it disintegrates. Handler must roll vs. DEX each time scroll is touched. 
This scroll is the one which is of value to the Morokanths. 

Scroll 4: spell of Coordination. 


Next Issue: 


The Barbarian — an introductory board game 

Descent into the Depths of the Earth — running the ‘D’ Modules 
Expanding Universe — part IE 

Fiend Factory — more monsters 

Treasure Chest — miscellaneous tables 


TOTAL HPS:25, 


DRAGOMMEET tl 


A DAY OF SCIENCE FICTION & FANTASY GAMES 


Your second chance to experience ‘live’ what’s new in the 
SF/F games and miniatures world. Meet the personalities and, 
perhaps, win a prize in one of the many competitions at: 


CHELSEA OLD TOWN HALL, 


KINGS ROAD, 
LONDON SW3. 


SATURDAY, 25th AUGUST, 1979. DOORS OPEN 10.30—6.00 


ADMISSION 50p. 


Inside the Old Town Hall (of Horror) will be: 

* TRADE STANDS * GAMES COMPETITIONS * 
FIGURE PAINTING COMPETITIONS (25mm single and 
multi-figure classes) * COMPUTER GAMES * GAMES 
PLAYING AREA * SNACK BAR * AND MORE 


SEE YOU THERE! 
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TREASURE CHEST 


TREASURE CHEST is open for contributions relating to D&D 
additional rules, character classes, magic systems, objects, tricks and 
traps etc. 


THE PITS 
By Simon Shaw 


{ When the door (A) is opened a plain 10’ square room is seen, 
however there is no floor, just a 10’ deep pit. The opening of 
the door activates a mechanism that slides the floor (C) across at 
a speed of 1 foot per second. Once this has been done the room 
appears as a plain room with a solid floor. 

Once the floor is in place another mechanism is activated and 
a 10’ cube (D) moves across at the speed of 1’ per second. When 
it reaches a point 1’ away from the section of wall (E) the wall 
swings back so that the.block pushes anything in the pit into the 


AYO 


When th 
ceiling is activated and anybody wearing plate or even chainmail 
is pulled up to the magnet. Simultaneously the floor (C) moves 
back at a faster speed of 2’ per second (taking 5 seconds) and 
the block (D) does the same. 


So what happens when the door is opened again? The magnet... - 


de-activates dropping anything/anyone. 20’ into the pit below, 
‘immediately the floor closes over them and soon after the block 
 (D) pushes them into the other pit (F). 

NOTE:— The section of wall (E) can be opened from the inside, 
if anyone is still alive. 
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THE BATH-HOUSE OF THE PHARAOH 
by Will Stephenson 


This is a complex for the first dungeon level: 


ndrapes 


steel 
panel 


stairs. 


i 
ENTRANCE Bi ae a 
a 


1: On the floor, snapping and snarling over the meat of a 
severed halfling leg, are 3 wolves (HTK13, 13, 12; AC7; 
‘Att2-5- MM). The room is 10’ high and is of rough stonework. 
The floor is wet and dirty. On the N wall are 4 pegs, on each of 
which is at least one small, green towel. 

The pegs appear fixed but are actually on hidden hinges 
which allow them to be pushed up or down. They are at present 
in the “‘up” position. When they are all pulled down at once, the 
secret door in the N wall swings open. 


2: There are four 3” diameter drainage holes in the floor. One 
in each corner. The holes go down 30’ and tink with an under. 
ground water level. The floor is damp but clean. The room is 
10’ high. The walls and floor are of a red stone with asmooth 
glazed appearance. 

The N door has a lock with keyhole, but is not locked. Any- 
one looking through the keyhole will see all of room 3 except 
for the nearest pair of statues and the E and W doors. 


3: The walls, ceiling and floor are of green marble veined with 
blue. The northern drape is saffron coloured and 15’ high. The 
room is 20’ high. The four statues stand 10’ high and resemble 
humans carrying scimitars, spears and shields. Each is on a low 
circular plinth of red marble. The statues all face into the room. 
Three 5’ square slabs of normal stone occupy the centre of the 
room. There are several inscriptions around the room which can 
be read from a distance of about 10’. 
The inscriptions are: 

Above the W door, written in ancient common (roll D20 vs 
intelligence to understand): 7he pool of the evening. 


Above the drape, written in ancient common (as above): The 
noon pool. 


alee 


Above the E door also in ancient common (as above): The pool 
of the morning. 


On the W slab, written in common: 


When our god comes and goes, 
Let the holy army 

Look unto him, 

And adore him. 


On the central slab, also in common: 


When Ra is at his zenith, 
Let my divine divisions 
Pay homage to his rising, 
And then his setting. 


On the E slab, also in common: 


Also at this time, 

! once vowed to pay the 
Ultimate 

Tribute. 


On the ceiling, in common: Silence is golden. 


If the NE statue or pedestal is touched, a magic mouth (formed 
at the statue mouth) speaks the following words: 


The fourth element of alchemy, 
Shall my treasure destroy, 

Lest one brave and fearless, 

Clear it erstwhile, from oriental land. 


The effective translations of the inscriptions are: 
W slab: “To open the false walls of the E and W rooms (sun 
rising and setting), swivel all the statues to face E and W 
respectively”. 


E Slab: ‘There is a tomb behind the N false panel’. 

Centre slab: “To open the false wall of the N (noon) room, 
swivel all the statues to face E then W”. Note that there must be 
no break in this rotation. 

The magic mough message: “The treasure will be destroyed by 
water, unless it is first removed by someone standing at the E 
slab”. 

The inscription on the ceiling refers to the fact that the 
gnolls in 4A and 4B will be alerted by noise in this room. Very 
loud noises, such as forcing the door from 3, will automatically 
alert them. Loud noises, such as shouting or melee, stand a 50% 
chance per round of alerting them (roll for each room). Low 
noises, such as normal conversation, stand a 25% chance per 
round of alerting them (roll for each room). Whispering, etc., 
will not alert them. If alerted, they will wait and then suddenly 
attack at what sounds an opportune moment. (They can only 
hear the party). 

The pedestals (and the statues on them) are all easily 
swivelled. 

The E slab is easily prised up. Underneath it is a hollow with 
a lever in the “up” position on each wall except the south. 
50g.p. are in the hollow. When a lever is pressed down, the pool 
in the corresponding direction is drained of water. The effect 
is not reversible. 


4A & 4B. These rooms are identical. Both are 15’ high with a 5’ 
deep pool. The water is strongly scented with herbs. On the 
steps of each are 3 gnolls in loincloths ‘:(HTK11,9,8;, AC10; 
Att2-8 — MM). Each carries 4 g.p. and 7 e.p. in a pouch 
concealed in his loincloth. (Note: the DM should vary the 
number of gnolls depending on the strength of the party). 


The walls of the room are painted with scenes of men. 


hunting dragons. 
Scratching the paintwork of the rear wall of each room will 
reveal the wall to be completely of steel. Tapping it produces 


a hollow sound. They may be raised by correctly moving the, 


statues (see 3). The water is drained by the levers under the E 
stab (see 3). 


5. An identical pool to those in 4A & 4B, except for the size 
and the absence of gnolls. 


6. The treasure caches are hidden as in the diagram: 

represents a 
thin plaster ceiling to the 
cache. This looks the same as 


IF SRO) QW WD Fi ESF 
LENSE SAISI NG Mh 
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; 
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breaking through the plaster 
and ruining 
beneath. 
Therefore, unless the party 
first drain a-pool by pulling 
the correct lever under the E 
slab in 3, and then raise the - 
panels by manipulating the 


the floor in the pool room. \ 

When the steel panel is raised, Ma an 

the water floods through, y : ROOM 
NS: 


any _ scrolls 


NS; 


Ss 


statues correctly, the AN Ys 
treasures of 6A & 6B will be FRX Ss 
ruined. That in 6C will be Ws : ) 


aD 


Bz 


preserved except for the & 
mummy. 

The Treasures: 

6A. Aclerical scroll — detect evil. 

6B. A magic-user’s scroll — invisibility. 

6C. A mummified (totally inactive) corpse with a small water- 
tight chest at its feet. In the chest is a sack containing 10 p.p., 
200 g.p., 200 e.p. Inside the lid of the chest on a spring, such 
that anyone opening it from the front gets it fired at him, is a 
needle smeared with a small dose of hallucinogenic drug which 
convinces anyone that it hits that they have gone up a level for 
1-3 turns. It gets one roll to hit vs AC. In reality it has the 
effect of a 1D8 poison. The drug decomposes quickly when 
exposed to air causing it to become useless if it misses. 


THE BELL ROOM 
by Stephen Wood 


|, | UUULMLOLLILLLLAPPLISIIEL| SS )* 


tb WE WEES NA +d 
‘The room is empty apart from a door in the far wall. This door, 
however, is false. On the door is a sign saying “Pull rope to ring 
bell’. Below the sign a length of knotted rope hangs from a 
small hole in the door. The victim who reads the sign and pulls 
the rope will ring the bell in the following manner: 

Victim pulls rope (A) which moves chock (B). This releases 
boulder (C) which plummets towards see-saw (D) simul- 
taneously pulling rope (E) which removes pin (F). This causes, 
the secret trapdoor (G) to fall open giving the victim a brief 
glimpse of the bell. But not for long; the boulder strikes the see- 
saw and propels the victim at great velocity towards the bell. En 
route the victim makes a mental note to always knock in future. 
The victim’s head strikes the bell thus ringing it as forewarned 
by the sign. The victim is dazed or rendered unconscious, while 
the ringing bell summons those that set the trap. 
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LETTERS 


i i Mg 
7B nai: 


Readers’ thoughts, suggestions, ideas, views, comments and criticisms. 
Letters should be sent to the Editor, WHITE DWARF, Games Workshop, 
1 Dalling Road, Hammersmith, London W6. 


Dear WD, 

I am not going to argue with Michael Stoner’s contention 
that the standard of the Fiend Factory has deteriorated. This is 
not my own view, but in the end such a judgement is highly sub- 
jective and I’m sorry Michael feels the way he does. However 
there are a few points on which | would take issue. Michael 
speaks of super-powerful monsters that can kil! at a stroke; well, 
now the TSR poison rules have been more clearly explained, all 
monsters with poison capability could be said to have such a 
power (a saving roll-is allowed, granted, but so it is against the 
touch of a Spook). Because of this, | have to adjust my own 
position (since | would hardly decry all the poisonous monsters). 


Similarly, petrifaction is as good as death unless some means to. 


negate it are at hand. 

Yes, some creatures could be regarded as revamped, slightly 
amended versions of others. Yet if the revamping is purposeful, 
| don’t think that should be of great concern. Remember the 


._Mummy which doesn’t catch fire as expected? 


The AC business is more difficult. AC2 (new) is the same as 
AC2 (old) but AC9 (old equates with AC10 (new). What about 
the middle range? Am | right in altering ACS to AC6, even if | 
know the monster we are dealing with was sent to me before the 
PH appeared? Are unarmoured humanoids ACQ-all the time? 
(AC10, that is?) | think not. There isn't a single AC10 monster 
in the entire Monster Manual. Which may prove your point or 
may prove mine! 

Yours sincerely, 

Don Turnbull, Cambridge. 


- Dear WD, 


The Monstermark is dead. Long live the Monstermark! We 
have.the revised monsters and the combat tables and the articles 
on how to calculate Monstermarks. Where the monster is un- 


changed the old MM will suffice. Indeed, there were errors, 


some probably never mentioned, in the original values, quite 
apart from those of the system. But there is a question un- 
-answered by the obituary. Which combat matrices are used for 
the calculation of the Monstermarks in The Fiend Factory? 
Michael G. Stoner is certainly stirring it with his letter in White 
Dwarf 13.1 tend to agree with him. I’ve nothing against a one- 
off monster, and there are problems. There are some monsters 
which are very difficult to use well if the players have read of 


them. There are apparent copies. (If the cap fits it won't fall 


over deaf ears.) There are monsters which | think are uninter- 
esting, which is a matter for personal taste. Incidentally, while 


. the Spook is powerful, if it is killed soon enough the victims 
* return to normal, so it could be worse. (That idea is a useful one 


to weaken any undead, but perhaps it-should count as a system 
shock or a resurrection.) — 
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| shall continue to refer to a certain diminutive species, once 
misidentified by an apparently familiar person around your 
office, as HOBBIT, despite the preferences of TSR (or should it 
be the preferences of the Tolkien copyright holders?). One 


‘could almost say that such usage is hobbitual. 


Not daring to continue further, 
David G. Bell, Nth. Kelsey, Lincs. 


Dear WD, 

Perhaps | could point out that Mr. Stoner, in his letter in 
White Dwarf 13, is misinformed. The Spook does not kill at a 
touch — it polymorphs its victims into Spooks, but the effect is 
reversed if the Spook is killed within the next hour. This means 
that if, in combat against a large party, the Spook scores a hit, 
the battle becomes a desperate fight to kill off the original 
Spook to save the victim, while avoiding the new Spook and any 
other victims that it may take. It may be that the whole party 
save one is turned into Spooks, yet if the remaining member 
takes out the initial Spook with his last-ditch defence, the entire 
party will be restored to their original condition. Certainly it is 


‘a dangerous creature, and not for low levels, but it is not alone 


in this. 

| also think that he is unfair in criticising Don Turnbull for 
using ACQ (instead of AC10) to represent the unarmoured con- 
dition. Rather he should criticise the Player’s Handbook for 
making such a pointless and irritating change. It may seem 
ironic for me to be taking a conservative line when | have in the 
past changed things about in D&D to suit my own. purposes 
with considerable freedom, but | have never believed in change 
for change’s sake. Since | see no advantage in the new combat 


‘tables whatsoever (what good does an extra armour class do?), 


and since | am thoroughly familiar with the old ones, on which | 
have based all my tables, etc., | am staying put with the original 
table of armour classes, and | know many others who are doing 
so too. 

Yours sincerely, 

Roger Musson, Edinburgh. 


Games Workshop presents; 


GAMES 
DAY V 


BRITAIN’S PREMIER GAMES CONVENTION 


SATURDAY 20th OCTOBER 1979 
ROYAL HORTICULTURAL HALL 
GREYCOAT STREET 
LONDON SW1 


(10.30 a.m. — 6.00 p.m.) 


Games Day has moved to an even bigger venue 
following last year’s 2,000 + attendance. This year, 
all the leading manufacturers will be exhibiting, 
there will be more competitions, games playing, 
etc. 


WATCH THIS SPACE FOR DETAILS 


ADMISSION: ADULTS 75p CHILDREN 50p 


WHITE DWARF INTERVIEWS 


GARY GYGAX 


On a recent visit to TSR Hobbies, Inc., the Editor had the opportunity to interview the man responsible for 
thousands of gamers’ shadow worlds of men and monsters. 


WD: How long have you personally been 
interested in playing games as a hobby? 

GG: | began playing strategy games at the age 
of six when | became interested in chess — | 
already had a large collection of lead soldiers 
by then, but play utilizing them was a bit 
informal, shall we say. At about 14 | began to 
search out obscure varieties and national 
variants of chess. At about this same time we 
structured some rules to govern play with 
miniature troops and AFVs of WW II — 
unfortunately, they involved firing exploding 
missiles, so the game became rather costly in 
replacements, for by then we were using 
54mm castings. At 21 | purchased my first 
board wargame — GETTYSBURG. Some five 
or six years later | became heavily involved in 
table top miniatures. (The photographs of 
games in CHAINMAIL and TRACTICS were 
taken on my sand table.) Play moved from 
pure medieval to fantasy c. 1970, although we 
still gamed in the Napoleonic Era, WWII, etc. 
as well. 


WD: What are your interests outside of 
gaming? 

GG: | personally enjoy reading, classical 
music, writing, and walking — but there isn't 
time to devote to active pursuit of any not 
connected to my work these days. | also 
enjoy painting (but | do so badly), fishing, 
stamp collecting, tropical fish, and a few 
other odds and ends which | never have time 
to get involved in these days. | am a boxing 
fan and follow the Chicago Bears and Green 
Bay Packers football teams. 


WD: What is the history of TSR Hobbies, Inc? 
GG: Tactica/ Studies Rules, the parent 
company of 7SA, was formed by Don Kaye 
(1938-1975) and myself in October 1973 as 
an equal partnership. Brian Blume joined us as 
a full partner in December 1973. All three of 
us were members of a local gaming club, the 
Lake Geneva Tactical Studies Association, 
whose membership list included Rob and 
Terry Kuntz, Jeff Perren, Mike Reese, and 
Leon Tucker. TSR Hobbies, inc. was formed 
in July 1975, and first did business in October 
of that year. | am the president of TSA, and 
Brian Blume is V.P. and Secretary. The cor- 
poration employs some 20-25 persons now, 
and by this time next year that figure will cer- 
tainly have grown to over 30 — possibly as 


“In the US and Canada we estimate there are 
currently 250,000 — 300,000 players {of 
D&D).” 


many as 40, for 
considerably . 


we expect ta grow 


WD: What was the original inspiration for 
D&D? 

GG: CHAINMAIL, then Dave Arneson’s cam- 
paign and Dave Megarry’s game DUNGEON! 


WD: What made you apply the concept of 
role-playing to the novel game theme of 
fantasy? 

GG: Role-playing is common in wargaming, 
and even in our medieval table top games, we 
often played 1:1 games where participants 
had command of a single leader and a handful 
of men. Original D&D took the 1:1 concept 
from CHAINMAIL, along with the fantasy 
aspects which about 90% of those who tried 
liked, and melded them quite logically into a 
single form. Most of us, after all, are raised on 
fairy tales, fantasy, and myth. With that back- 
ground, | actually don’t view fantasy gaming 
as a novel idea, really, and | marvel that it 
wasn't done before D&D/ 


WD: Nevertheless, a fantasy role-playing game 
as a concept was so revolutionary at the time, 
what made you decide to set up a company to 
publish D&D? 

GG: When Guidon Games folded and Ava/on 
Hill was (at best) luke warm to suggestions 
about fantasy, Don Kaye and | decided to go 
ahead and form our own publishing firm, for 
we envisioned a good reception for miniatures 
rules, fantasy, and role-playing. 


WD: Traditional gamers, especially wargamers, 
initially gave D&D a bad reception and 
condemned it as a childish, temporary 
anomaly. Obviously they were wrong, but 
where have all the D&D players come from? 
GG: Incorrect! Almost all of the initial testers 
and buyers of D&D were wargamers; Arneson, 
Kuntz, Blume, and | included. Some of the 
less imaginative {or perhaps | should say less 
adaptable) wargamers downed the game, but 
it was generally well received by many 
wargamers. D&D/AD&D players come from 
the ranks of wargaming, science fiction/fan- 
tasy readers, and just plain ordinary folks 
with active imaginations and an interest in 
myth. Many players have not read in the 
fantasy genre. Similarly, many play no other 
games regularly. 


“Nothing will absolutely spoil a campaign as 
quickly as some of the material offered in the 
various gaming magazines...“ 


WD: Is it possible to define a good D&D, 
player? 

GG: That, Good Sire, is a tough question! 
Perhaps naming a few qualities will suffice. 
Imaginative retentive memory, competitive, 
co-operative, thorough, bold (but not rash), 
and quick thinking come to mind immedi- 
ately. Slightly suspicious can be added, and: 
logical and deductive reasoning powers are 
most useful too. 


WD: There are probably 30,000 D&D players 
in the UK, how many are there in the States? 
GG: In the US and Canada we estimate there 
are currently between 250,000 — 300,000 
players. 


WD: Why do you think D&D has become so 
popular? 

GG: D&D/AD&D allows players to have 
adventures. In a world where these aren't 
likely — at least without risk of life and limb 
— this is a real boon. The game form also 
allows each group to tailor the campaign to 
their own likes. The game form additionally 
allows al! participants to freely use imagina- 
tion to the fullest. Participants can create and 
develop personal heroic fantasies. Mistakes are 
rectifiable — or at worst a new start can be 
made. Wealth abounds. Good and evil are 
easily distinguishable. Roles are clear, and 
soul-searching basically unnecessary. Each and 
every player is competitive and self-sufficient. 
DMs, in turn, are the creators and orderers of 
universes (in short, gods). Instead of a limited 
and restricted actuality, OD&@D/AD&D offers 
boundless realms where real success is quite 
attainable. Finally, the game form offers 
various challenges, group co-operation, and is 
open-ended, so that one player isn't clearly a 
winner, the rest losers. Sorry that | cannot be 
more brief or concise! 


WD: Do you think D&D has universal appeal 
which will necessitate it being translated into 
other languages? 

GG: D&D/AD&D sell just about worldwide, 
despite the fact that only English language 
versions are available. In my opinion there is 
sufficient appeal to translate the game into 
two or three other languages eventually — 
possibly within two or three years. Ask me 
about its universality sometime after it is 
done. 


“Advanced D&D is not simply a revision of 
D&D, it isa completely different game...“ 
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GARY GYGAX 


WD: D&D is now regarded as a classic game 
alongside such games as Diplomacy, etc., due 
to its original concept. How do you feel about 
this? 

GG: Very nice indeed! It is a very real 
pleasure to receive letters thanking me for my 
efforts in designing D&D, and | get them 
quite often. D&D/AD&D is quite likely to 
continue to be far more widely played and 
talked about than DIPLOMACY is too, and 
that is also nice, as | know Al Calhamer, and | 
can have some fun with one-upmanship when 
I next see him... 


WD: Its popularity soon led to a host of other 
role-playing games following in its wake. What 
effect have these had on D&D? 

GG: None to speak of. D&D/AD&D have 
established themselves in the market place to 
an extent that will make it very difficult for 
any imitator to successfully compete. To 
mention the MONOPOLY analogy again, how 
many game companies attempt to compete by 
publishing similar games? Of course, the 
answer is few, and these have done dismally. 
Applying the principle is something else again. 
There well might be uses of the role-playing 
adventure concept which will develop into 
substantial entries in the hobby gaming field. 
These will be more likely to help sales of 
D&D/AD&D than they will be to lessen its 
market, | believe, for such games will heighten 
the interest in the role-playing adventure 
theme. By the same token, | must mention, 
D&D/AD&D are now preparing the market 
for the entry of such games. 


WD: There are now a multitude of D&D zines 
on both sides of the Atlantic printing 
additions to, and criticisms of the game. Do 
you think this helps or detracts from D&D, 
taking into consideration the nature of the 
game? 

GG: Nothing will absolutely spoil a campaign 
as quickly as some of the material offered in 
the various adventure gaming magazines — 
and this applies to material published in 
DRAGON too, The major difficulty lies in 
being able to distinguish in what is a minor 
addition to play and what will radically alter 
play-balance. Most DMs are not experienced 
game designers, and they cannot easily 
distinguish beforehand. Nobody would take 
seriously an article proposing that there be 
the addition of eight pawns, or a leaping move 
for the queen, or that land mines be added to 
chess. This sort of rubbish is commonly sug- 
gested for D&D/AD&D however. While there 


: offered in the not too distant future. | have 
already mentioned the likelihood of compu- 
terized versions of D&D/AD&D. Of course, at 
very great intervals we will consider revising 
portions of AD&D, expanding it possibly, and 
then issuing new additions as appropriate. But 
do | foresee a REVISED ADVANCED 
SUPER-DOOPER D&D in the offing? Not 
likely! 


WD: We understand that your own game- 
world of Greyhawk is to be published on 
which the Modules are to be sited. What will 
this consist of? 

GG: THE WORLD OF GREYHAWK will be 
released this summer, if all goes well. The 
package will consist of two large colour maps 
and a ‘‘Gazeteer’’ of the world. The history is 
given briefly, and most states are only out- 
lined generally so as to allow as much 
personal input as possible from DMs who 
decide to acquire and use it. The various 
modules will be sited on WG in order to make 
it easy for DMs to plug them into the 
campaign. Eventually THE CITY OF 
GREYHAWK will be published, and I’m 
seriously considering release of some portions 


“The fan magazines should educate as well as 
inform readers.’” 


might be a few who enjoy aberrations, the 
majority find that they ruin at least a part of 
the campaign, and eventually require back- 
tracking and removal. Discussions of the game 
in general, and commentary and criticisms are 
perfectly fine — just as are carefully thought 
out and tested additions which arise from 
time to time. The fan magazines should 
educate as well as inform readers; then 
additional material could be properly judged 
in the light of each individual campaign, and 
DMs would be capable of intelligent and 
correct selection. 


WD: From its original format of three 
rulebooks in a box expanded by four addi- 
tional supplements, D&D underwent a major 
revision to the present basic set and advanced 
rulebooks. Are there any other changes, 
revisions or expansions in the pipeline for 
D&D?? 

GG: AD&D is not simply a revision of D&D, 
it is acompletely different game — as any OM 
who has attempted to adjust a D&D campaign 
to the AD&D format will tell you! D&D will 
be augmented with playing aids, but it will 
remain otherwise unchanged. AD&D will be 
likewise augmented; a GODS, DEMI-GODS, & 
HEROES will be done for it, and new 
monsters will be added from time to time. A 
very basic instructional form is certain to be 


of CASTLE GREYHAWK — but both are a 
year or more away. 


WD: Being 100% involved on the creative side 
of D&D, do you still find time to play it? 

GG: Not too often lately — about once per 
month. | try to play at least once per week, 
whether it is a boardgame, miniatures, or 
some sort of adventure game. During conven- 
tions | do nothing but talk about or play 
games, so that makes up for it a bit. Likewise, 
during play-testing of modules, | get in quite 
a bit of DMing. 


WD: How do you see the future of D&D? 
GG: Sales are still climbing, and interest is 
certainly rising too. D&D/AD&D will very 
likely be offered in various forms in the years 
to come — family and introductory packages, 
highly sophisticated ‘“‘expert’’ versions, com- 
puterized forms, you name it. Eventually it 
will reach a peak, After all, not everybody 
plays MONOPOLY either .. . 


WD: Finally, do you have any plans to visit 
the UK to see how the game has developed 
over here? 

GG: | have long had a desire to visit the UK, 
but | am not certain when time, and finances, 
will allow. | certainly hope that | will be able 
to do so within the next year or two. however! 


. .. Origins ‘79 recently held in Chester, PA yielded a host of new releases. GDW had Kinunir, a 
complete adventure for Traveller in booklet format; Snapshot, a boxed man-to-man combat 
aboard starships game which includes ship plans and counters. Can be played with or without a 
referee and part or not part of Traveller, GDW also released two SF board games, Belter and Double 
Star ...FGU released Gangster!, a boxed role-playing game of cops and robbers set in the 1930's; 
Villains and Vigilantes, super-hero role-playing rules; and Colony Delta, a boxed two-player SF 
colonisation war game . . . TSR released the Advanced D&D Dungeon Master's Screen, Divine 
Right and a revised Boot Hill .. . a new company trading as Task Force Games released four 
games in similar format to Metagaming’s Microgames, They were Starfire, Asteroid Zero-Four, 
Cerberus and Star Fleet Battles . . . another new company, Yaquinto Publications released 
eight boxed games and The Beastlord should appeal to wizardry and warfare fans. .. Avalon Hill 
finally released Magic Realm, and also Dune which was designed by Eon Products of Cosmic 
Encounter fame who themselves just missed the Origins’ deadline for release of their own new 
game Darkover, a two to four player game based on the SF novels of Marion Zimmer Bradley 
. .. The Chaosium released Snake Pipe Hollow, a new set of Runequest scenarios in booklet 
format and whilst Authentic Thaumaturgy was seen back in print, Runequest itself is now tem- 
porarily out-of-print... Invasion of the Air Eaters and Holy War were the two new Metagaming 
Microgames.. . . Judges Guild released a compendium of The Dungeoneer issues 1-6 and also the 
aptly named Survival of the Fittest, a solo D&D dungeon . . . Phoenix Games released The Lost 
Abbey of Calthonwey, a ready made dungeon scenario for use with most fantasy role-playing 
games, Spacefarer’s Guide to the Planets Sector Two and a Spacefarer’s Guide to Alien Races .. 
not to be outdone by the games companies, the miniatures companies showed many outstanding 
new releases. Of particular interest were the 15mm Fantasy 15s and The Fantasy Trip micro- 
tures for use with Metagaming’s game system of the same name. These two excellent ranges are 
made by a relatively new company, Martian Metals. Grenadier, Ral Partha and Dragontooth also 
had superb new releases . .. altogether there were a record 71 companies exhibiting at Origins ‘79 
occupying 128 booths... 


HELP! 


Clubs, contacts and events can be advertised once at no charge up to a 
maximum of 40 words. Further insertions at the rate of 5p per word. 


D&D East Sussex 

D&D player aged 14 would like to contact other players in the area with 
view to joining or starting a club. Contact Simon Basham, 13 St. 
Anthony’s Avenue, Eastbourne, East Sussex, BN23 6LA. 


D&D Kingston-upon-Thames 

ATTENTION ALL SWASHBUCKLERS! | am trying to get a D&D 
society started up in the Kingston area. Anyone interested phone Kev 
Pike 01-546 7945 evenings. 


4D London 
South London’s first evening 4D club meets Thursdays. Join in the 4D 
fun! Ring Ange Jaffrelot on 01-769 8003. 


M.E.S.S. 

Monster Efficient Swift Service. Send us your monsters or magical items. 
We will send 3 back for every 2 of yours. Send SSAE to Simon de Winter, 
105 Hayes Wood Avenue, Hayes, Kent. Or to Simon Grout, 61 Baston 
Road, Hayes, Kent. 


Rheincon 79: Europe’s Largest Convention 

Rhine Confederation’s 4th Annual. Convention will be held at Wiesbaden 
Middle School, American Housing Area in Wiesbaden, West Germany on 
20, 21 and 22 October 1979. There will be tournaments with prizes in 
D&D, miniatures and board games. There will also be several demonstra- 
tion games and areas for open gaming. For more information contact: 
CPT Jody Sherri], TAMMC PSD, APO NY 09052 (Tel: Zweibruecken Civ 
06332-6255), or SSG Forster L. Grant, HHC, 21st SUPCOM, APO NY 
09325 (Tel: Kaiserslautern Civ 0631-50481). 


D&D West London 
Anyone interested in helping form a D&D club in West London phone 
Brad Daniels on 01-352 2585 


D&D Newcastie/Durham Area 

Players and DM’s wanted for D&D and other role playing games. Anyone 
interested contact Dave Gray, 42 Alderside Crescent, Lanchester, Co. 
Durham. Tel: Lanchester 520526 anytime. 


Dorking Model Railway Exhibition 

This will be held on Sept. 28th, 29th & 30th at the Dorking Halls. 
Included are Wargame Demonstrations & D&D participation game — the 
more experienced players: the better the game. Phone Dale at Dorking 
882133. 


Scottish Militaire 

From 10am to 5pm on August 17th 1979 at the Volunteer Rooms, High 
Street, Irvine, Ayrshire, Scotland. Wargames Club displays, Militaria 
exhibition, board wargames, trade stands, painting competitions, displays 
of Viking & Napoleonic warfare radio controlled model displays and 
more. For further information contact lain Dale at Irvine 74581. 


Games Convention, Cheshire 

The Mailed Fist Wargames Group’s Annual Show will be held at the 
Festival Theatre, Corporation Street, Hyde, Nr. Manchester, Cheshire, on 
the weekend of 8th-9th Sept. Demonstrations, mode! displays and com- 
petitions including D&D on the Saturday, tnterctub wargames competi- 
tions on Sunday. Many fantasy gamers will be there all weekend. For 
further informatian send SSAE to Mr. C. D. Scott, 38 Brabyns Road, 
Gee Cross, Hyde, Cheshire, SK14 5EE. 


C&s 

Anyone, anywhere interested in exchanging information, ideas and inter- 
pretations of rules etc. for C&S please contact Dave Richards, 19 St. Paul 
Close, Cowley, Uxbridge, Middlesex. Phone: West Drayton 42399 
evenings. “ 


this is the place to get them 


FOREVER 
PEOPLE | 


the largest sci-fi and 
comics shop outside London 


59 Park Street, Bristol | 
tel. 0272 25454 


Games: 


‘Place: 


GAMES CLUBS 


WEST DRAYTON, MIDDLESEX 


Club 

Games: Mainly C&S; but also D&D, EPT and Runequest. 

Time: Every Wednesday 7.30pm—11.00pm. 

Place: Six Bells Public House, 125 Station Road West Drayton, 
Middlesex. 

Contact: Dave Richards, 19 St. Paul Close, Cowley, Uxbridge, 


Middlesex. Tel: West Drayton 42399 any evening except 
Weds. 


HORSHAM, WEST SUSSEX 
Gaming Group 


Games: C&S, Traveller, Gamma World, various wargames — Highway 
to the Reich etc. — and any other interesting game. (Note: 
No D&D: C&S preferred!) 

Time: ° Most Saturdays & weekdays during school holidays. 

‘Place: Members of the group’s homes. 

Contact: Andrew Holyer, 10 Masons Field, Mannings Heath, 
Horsham, West Sussex. Tel: Horsham 60059. 

‘SOUTHAMPTON, HAMPSHIRE 


Southampton University Games Club 

Games: D&D as well as board and table-top games. 

Contact: Pete Tamlyn, Dept. of Oceanography, University of : 
Southampton, Southampton, Hampshire. Tel: Southampton 
559122 Ext. 2264. 


BURNLEY, LANCASHIRE 
Kirklees Military Modelling and Gaming Society 
D&D, En Garde, Traveller and other RPG’s and wargames. 


Time: 7.30pm every Monday 


Place: Huddersfield Sports Centre. 

Comments: Open to anyone aged 14 or over. Alcoholic refreshments 
available. The society also publish their own magazine and 
run competitions. 

Contact: Tom Kirby, 21 Inchfield, Worsthorne, Burnley, Lancs. 


RUGELEY/LICHFIELD STAFFORDSHIRE 

Proposed Club 

Games: D&D + some other games 

Time: Saturday afternoons or Weds. or Tues. evenings. Exact 
times to be arranged. 

To be arranged, but in the Rugeley/Lichfield area. 
Brian Asbury, 10 St. Barbara Road, Handsacre, Nr. 
Rugeley, Staffs. WS15 4HB. 


Contact: 


SHEFFIELD, YORKSHIRE 

Sheffield Wargames Society 

Games: All aspects of wargaming, including SF and fantasy. 
Time: 7.30pm every Wednesday. 


Place: The Victoria Hotel, Neepsend Lane, Sheffield. 

Contact: John Armatys, 94 Westbourne Road, Sheffield, $10 2QT. 

MERSEYSIDE 

Gaming Group 

Games: D&D 

Time: As arranged 

Place: 5 Granby Crescent, Bebington, Wirral, Merseyside. 

Comments: New members weicome 

Contact: Paul Hartley, 5 Granby Crescent, Bebington, Wirral, 
Merseyside. Tel: 051-334 9535. 

NOTTINGHAM 

Gaming Group 

Games: D&D 

‘Time: As arranged ; 

Place: 7-21 Victoria Centre, Nottingharn’ 

Comments: Players aged 18-25 preferred 

Contact: Alisdair Gibbs-Barton, 7-21 Victoria Centre, Nottingham. 


If you want all the latest imports (DC, Marvel, and Warren), American and British sci-fi books, posters, 
D&D, masses of underground comix, games and mags, French magazines and books, badges, posters, 


a: on 
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including a separate comics room with 
thousands of back issues, 


UK distributor 


for list send SAE for Metal Hurlant 


a 
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Phoenix Wy 
Miniatures ~” 
The lost world of Atlantis? (part 


A24 ‘Captive of the Bolgs’ 
Complete Set (1/32nd Scale) 
incl. postage & V.A.T. (U. K. only) 


ILLUSTRATED CATALOGUE/HANDBOOK 
65p (incl. postage) U.S.A. $3.00 (Airmail) 
Overseas generally £1.00 


Phoenix Model Developments Ltd. 


Producers of Minature Histone Figures & Scale Models etc 


LEICESTER S 


GAMES & FANTASY SHOP 
Dungeons & Dragons 


RAL PARTHA, ASGARD, CITADEL, MINIFIGS, AVALON 
HILL, BATTLELINE, JUDGES GUILD, GAMETIME, TSR, 
FGU, TABLETOP ®WE SELL SPI GAMES AT 10% OFF LIST 
PRICE ® RULES, ACCESSORIES, PLAKA PAINTS, 
MAGAZINES, MAIL ORDER — ADD 10% P & P. 
DUNGEONS & DRAGONS BASIC SET £6.50 PLUS 50p P&P 


Reider Delign 
5,BRAUNSTONE Gt’ 
LEICESTER. 549182 


OGS-CON 
isa 
FANTASY AND SF GAMES CONVENTION 
to be held on the 15th/16th of September at 


Loughborough Students Union Building, 
Ashby Rd, Loughborough, Leics. 
Send SSAE to: CHRIS HARVEY, 
11 Woodside Way, 
Aldridge, Walsall, West Midlands 


for full details. 


The Square. Earls Barton. Northampton. England 


Telephone Northampton 810 612 


SS98 — Goblin with spear 

SS100 — Winged Demon with sword of fire 

SS101s — Winged Warrior (feather wings) with spear 
SS102s — Winged Warrior (feather wings) with sword 
SS103s — Winged Warrior (feather wings) with bow 
SS99s — Wolfman 

$S91s — Armoured Centaur with lance 


We've moved! Our old premises | SS104s — Giant Wolf 
were bursting at the seams. 


We are now at : : 
$S107 — Mountain Dwarf with axe 
UNIT 27 SS108 — Mountain Dwarf Chief 
BON LEE TRADING ESTATE, SS109 — Mountain Dwarf Standard Bearer 
THORNABY-ON-TEES, S$S110 — Adventurer with longbow, sword and shield in mail shirt . . 
CLEVELAND $$111 — Adventurer with two handed axe and throwing axes in 
Telephone: 68059 mail shirt and helmet 
$$112.— Adventurer with two handed sword and throwing knives 
in mail shirt and helmet 
$S113 — Wizard casting spell, with spell scroll, sword and buckler .. 
$S114 — Adventurer with sword and shield wearing full mail 
armour and helmet 


SANDERSON 
80mm FANTASY 


These Sword and Sorcery items are the finest yet by John; the Mountain 
Dwarves are the stocky bearded types of legend. Superb! 


SAN80F3 Warrior with Axe and Shield 
SAN80F4 Warrior with Sword and Shield 
Two action and detail packed warriors from 


New catalogue in preparation, ready soon — watch our ads. 
Retail orders up to £5 add 10% p&p, over £5 post free 


Cliff. The two bases will interlock to form a 
vignette. More to come! 
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Dungeons & STAASHIPS LID, came: spectanes 


TSR HOBBIES INC. 
Dungeons & Dragons — 
Dungeons & Dragons — 
Advanced D&D —- The Monster Manual — 


revised rules + poly dice + Module B1 
revised rule book only (2nd edition) . 
A-Z of monsters, HARDCOVER, 


Advanced D&D — The Monster Manual — Paperback of above 

Advanced D&D — The Player’s Handbook — Full details, HARDCOVER .. 
Advanced D&D — The Player's Handbook — Paperback of above .... 
Dungeons & Dragons — Original 3 book boxed set 

Greyhawk -- 1st supplement to original D&D 

Blackmoor — 2nd suppl., Eldritch Wizardry — 3rd sup 

Gods, Demi-Gods & Heroes — 4th supplement, Gods, etc. as NPC’ Ss. 

Swords & Spells — Miniature rules for use with D&Q. 


Dungeon Geomorphs — Set 1, Set 2, Set 3, 
Outdoor Geomorphs — Set 1, Walled City 


each available at 


Dungeon Modules — Complete dungeon packages, usable Y separately 
or together for detailed campaign:- 


G1 — Steading of The Hill Giant Chief ... 


G2 — The Glacial Rift of The Frost Giant Jar 


G3 — Hall of The Fire Giant King 


D1 — Descent Into The Depths of The Earth 


D2 — Shrine of The Kuo-Toa 
D3 — Vault of The Drow .. 


$1 — Separate from above, set in world of GREYHAWK ats 
B1 — In Search of The Unknown, for 1st/2nd level, beginners . 
“Polyhedral Dice Set — 1 each of:— 4, 6, 8, 12, 20 sided dice 
Percentage Dice — Two 20 sided dice to give No’s 01-100 


BOXED GAMES 

GAMMA WORLD — complete £7.50 
GAMMA WORLD — without-dice £6.25 
DUNGEON! — D&D on a board £7.50 
WAR OF WIZARDS - inc. figures £6.95 
LANKHMAR - Fritz Leiber’s £7.50 
WARLOCKS & WARRIORS - basic £4.50 


FOLIO GAMES (In zip-lock bags) 
STAR PROBE - SF, very detailed £4.25 


FIGHT IN THE SKIES - WWI 

WILLIAM THE CONQUEROR - 
1066 

LITTLE BIG HORN - Custer 

THE AFRICAN CAMPAIGN - 
Www 

SUSPICION - Detection 


STAR EMPIRES - SF, complex 


STAR EMPIRES - rule book only“(for those owning:'STAR PROBE} 


ROLE-PLAYING RULE BOOKS 


METAMORPHOSIS ALPHA £3.50 


BOOT HILL - Man-to-man 


HISTORICAL WARGAMES RULESBOOK 


BIO ONE - Man-man detailed £1.50 
CHAINMAIL - 1:1 & 1:20,Med. £3.50 
CORDITE & STEEL- Naval 1890 £4.95 
FIELD REGULATIONS - 1800, 

1-15 £1.75 
PANZER WARFARE-WWIHi armour£2.25 
TRICOLOR - Napoleonics 1:20 £2.96 


AIR POWER - 1-1 WWII aerial 
CLASSIC WARFARE - Ancients 


£7.50 
£2.95 
£6.95 
£4.50 
£6.95 
£4.50 
£6.95 
£3.50 
£3.50 
£3.50 
£3.50 
£1.60 
£2.50 


£1.95 
£1.95 
£2.25 
£2.25 
£2.25 
£2.75 
£4.25 
£2.50 
£1.50 
£0.50 


£7.50 


£8.50 
£7.50 


£7.50 
£8.50 


£4.95 
£3.70 


£3.50 


£2.25 
£5.50 


DON’T GIVE UP THE SHIP - Nap.£2.95 


MODERN ARMOUR - 1970's 
TRACTICS - WWII combined 
arms detailed, boxed set 


£2.50 
£9.95 


VALLEY FORGE - US War of Ind £2.95 


JUDGES GUILD (play aids for D&D, Traveller & Miniatures gaming) 

City State of The Invincible Overlord — Full city, ready stocked 
containing maps, booklets & charts for OM & player 

First Fantasy Campaign — The original BLACKMOOR campaign 


TEGEL MANOR- inc, village 
CITADEL OF FIRE - complete 
FANTASTIC WILDERLANDS 
BEYONDE 
CASTLES, Book 1, 48 castles 
VILLAGES, Book 1, 48 villages 
READY REFERENCE SHEETS 
CHARACTER. CHRONICLE 
CARDS £1.50 
SEA STEEDS & WAVE RIDERS £5.25 
THE DRAGON CROWN - dungeon £1.25 
War Cry & Battle Lust- Ancients £2.50 


£3.45 
£1.95 


£6.50 
£1.95 
£1.95 
£1.95 


FORTRESS OF BADABASKOR 

WILDERLANDS OF HIGH 
FANTASY 

CAMPAIGN HEXAGON 
SYSTEM 

ISLANDS, Book 1, 48 islands 

GENCON IX DUNGEONS - Two 

DUNGEON TAC CARDS - 
weapons 

JUDGES SHIELD - Ref’s screen 

FRONTIER FORTS OF 
KELNORE 

Of Sculls & Scrapfaggot Green 

TRAVELLER, Ref’s screen 


£6.50 
£6.50 
£1.95 


£6.50 


£1.95 
£1.95 
£2.50 


£2.95 
£1.75 


£1.95 
£2.95 
£1.75 


EON PRODUCTS 


COSMIC ENCOUNTER — Be 1 of 15 aliens, unique power, original game 
EXPANSION KIT 1 & 2 - each with 10 new aliens & parts for extra player @ 
EXPANSION KIT 3 - 15 aliens + new Edict & Challenge cards 


£7.95 
£3.25 
£3.25 


GAMES PUBLICATIONS 


THE SOLO DUNGEON - Complete, detailed dungeon for solitaire 


KANDROC KEEP - Solitaire dungeon in B 


.K. Asbury’s ARYXIA 


£2.75 


METAGAMING CONCEPTS (we have all, new micro’s within 2-3 wks US 


release) 
THE YTHRI 
Micro-games 
OGRE - Monstrous, cybernetic 
WARPWAR - Tactical space war 
WIZARD - Magical combat, can 
also be combined with MELEE 
OLYMPICA - Tactical Mars raid 
GEV - 21st century tactical war- 
fare, can be combined with OGREE2.95 
BLACK HOLE - Unique play brd. £2.25 


£5.75 


£2.25 
£2.25 


£1.95 
£2.25 


MICROQUEST 1 - DEATH 
TEST - Solitaire for MELEE 
or MELEE & WIZARD 
MONSTERS! MONSTERS! 
CHITIN 1 - The Harvest Wars 
MELEE - Physicat combat 
RIVETS - Robotic warfare 

{CE WAR - 21st century war 
STICKS & STONES - Stone-age 


AVALON HILL GAMES. We have ali AH games listed in stock always. 


Leisure Time Bookcase Games:- 
ACQUIRE - 2-6 players 
CONTIGO - 2 or 4 players £8.45 
RAIL BARON - 3-6 players £8.45 
THE STOCKMARKET GAME 1-6 £8.45 
Sports Illustrated Games:- 

BASKETBALL STRATEGY -for 2 £8.45 
CHALLENGE GOLF -1 or more £8,45 
NBA BASKETBALL - 1 or 2 £10.45 
REGATTA - 2-6 players £6.95 
THINKING MAN'S GOLF - 1+ £4.50 


£8.45 


BUSINESS STRATEGY - 24 plrs. 


PLOY - Pure skill, 2-4 players 
STOCKS & BONDS - 2-8 players 
UFO - Strategy, 2-4 players 


BASEBALL STRATEGY - 2 play 


CHALLENGE FOOTBALL -2 


FOOTBALL STRATEGY -1 or 2 


PAYDIRT - 2 player 
SPEED CIRCUIT - 2-6 players 
WIN, PLACE & SHOW for 2-6 


WARGAMES:. includes all general conflict games. Bismark £8.45 (new) 


£8.45 
£8.45 
£8.45 
£5.95 
£8.45 
£8.45 
£8.45 
£8.45 
£8.45 
£8.45 


021-233 1302 


SIMULATIONS PUBLICATIONS INC, (SPt). All SP! games listed, are Zpack bar 
those marked * or **. *games are in new bookcase boxed format, **games are the 
larger games in 1 or more old style counter trays, new larger games are marked *. 
Individual FOL!O games (where applicable) are listed under their quad. 


*AFTER THE HOLOCAUST £8.50 *AGINCOURT £6.50 
*AIRWAR £9.25 AMERICAN CIVIL WAR £5.99 
THE ARDENNES OFFENSIVE ‘£5.99 “BATTLES FOR THE ARDENNESE8.50 
*ART OF SIEGE WARFARE £16.50 SEDAN - 1940 £2.75 
TYRE £5.99 ST. VITH £2.75 
ACRE £5.99 CLERVAUX £2.75 
LILLE £5.99 CELLES - 1944 £2.75 
SEVASTOPOL £5,99* ATLANTIC WALL £17.25 
BARBAROSSA - 1941-1945 £5.99 BATTLEFLEET MARS £7,99 
BATTLE FOR GERMANY £2.75 BLUE & GREY QUAD £7.99 
BLUE & GREY QUAD II £7.99 ANTIETAM £2.75 
BATTLE OF THE WILDERNESS £2.75 CEMETARY HILL £2.75 
CHATTANOOGA £2.75 CHICKAMAUGA £2.75 
FREDERICKSBURG £2.75 SHILOH £2.75 
HOOKER & LEE £2.75 BORODINO £5.99 
BREITENFELD £2.75 COBRA £5.99 
CONQUERORS - 2in1 package £9.25 CONQUISTADOR - 1-4 play. £5.99 
CRIMEAN WAR QUAD £7.99 DESCENT ON CRETE £9.25 
ALMA £2.75 DESERT WAR -N, Africa £5,99 
BALAKLAVA £2,75 *DREADNOUGHT £5,99° 
TCHERNAYA £2.75 DRIVE ON STALINGRAD £7.99 
INKERMAN £2.75 FAST CARRIERS £7.99 
FIREFIGHT £7.99 1st WORLD WAR MODULE - Exp 
FOXBAT & PHANTOM £5.99 for.use with War In Eur. 
**FIRST WORLD WAR £19.40 FRIGATE 
FULDA GAP £5.99 GREAT WAR IN THE EAST 
GLOBAL WAR - 1939 - 1945 £7.99 QUAD 
“GREEN FIELDS BEYOND £6.50 AUSTRO-HUNGARY 1914 
**HIGHWAY. TO THE REICH £14.25 DRIVE ON WARSAW 
INVASION: AMERICA -1998 £7.99 BRUSILOV OFFENSIVE 
ISLAND WAR QUAD £7.99 CAPORETTO- 1917 
BLOODY RIDGE £2.75 KURSK 
LEYTE £2,75 LEGION 
OKINAWA £2.75 MECH WAR '77 
SAIPAN £2.75 *MIDDLE EARTH - inc all 3 
MIGHTY FORTRESS - 3-6 play, £5.99 *WAR OF THE RING 
MODERN BATTLES QUAD £7.99 *SAURON 
CHINESE FARM £2.75 *“GONDOR £4.75 
GOLAN £2.75 MODERN BATTLES QUAD II £7.99 
MUKDEN - Sino-Soviet???? £2.75 BUNDESWEHR- NATO.- Soviet £2.75 
WURZBURG - US-Soviet???? £2.75 DMZ - Korea ’70's???? £2.75 
NAPOLEON AT WAR QUAD £7.99 JERUSALEM £2.75 
BATTLE OF THE NATIONS £2.75 YUGOSLAVIA - Theoretical £2.75 
JENA-AUERSTADT £2,75 NAPOLEON'S LAST BATTLES 
MARENGO - June 1800 £2.75 QUAD 
WAGRAN - July 1809 £2.75 LA BELLE ALLIANCE 
NATO £5.25 LIGNY 
*NEXT WAR £17.25 QUATRE BRAS_ 
NORTH AFRICA QUAD £7.99 WAVRE £2.50 
CAULDRON - May 1942 £2.75 NORMANDY £5,50 
CRUSADER - November 1941 £2.75 **OBJECTIVE: MOSCOW - 1999 £13.25 
KASSERINE - February 1943 £2.75 OCTOBER WAR £5.99 
SUPERCHARGE - 1942 £2.75 *OPERATION TYPHOON: . £12.50 
PANZERARMEE AFRIKA £5.99 OUTREACH - SF £5.50 
PATROL £5.75 PANZER ‘44 £5.50 
RAID - Commando ops £5.99 PANZERGRUPPE GUDERIAN £5.99 
RUSSIAN CIVIL WAR £8.50 PUNIC WARS £2.75 
*SEIGE OF CONSTANTINOPLE £6.50 RED SUN RISING £6.99 
SIXTH FLEET £5.99 SEELOWE £5.25 
SORCEROR £5.75 *SINAI £5.75 
SPITFIRE £5.99 SNIPER £5.75 
SPARTAN £5.99 STARFORCE - SF £5.50 
STARFORCE TRILOGY - 3 in one, STARFORCE, STARSOLIDIER & ‘ 
OUTREACH £11.99 
STARSOLIDER £6.50 
STRATEGY | £9.25 
TANK £6.50 
**TERRIBLE SWIFT SWORD £7.99 
UP SCOPE £2.75 
£2.75 


U.S.N, 
VERA CRUZ £5.99 NORDLINGEN £2.75 
VIKING £5.99 ROCROI £2.75 
**WACHT AM RHEIN £14.25 **WAR BETWEEN THE STATES £13.50 
**WAR IN THE EAST £15.25 **WAR IN EUROPE £24.75 
**WAR IN THE PACIFIC £24.75 **WAR IN THE WEST £19.50 
WAR IN THE WEST EXP. KIT - contains link to give WAR IN EUROPE £6.99 
*WESTWALL QUAD £7,99 **WELLINGTON’S VICTORY .£14.75 
ARNHEM £2.50 WORLD WAR | £2.75 
BASTOGNE £2.50 WORLD WAR ltt £5.50 
HURTGEN FOREST £2.50 WORLD WAR III - Theoretic £5.99 
RAMAGEN £2.50 STRATEGY & TACTICS £2.25 
All new SPI games will be stocked as soon as available in the UK. All games listed 
above, both SPI and others, are available from stock, subject to availability from 
manufacturers. 


£8.75 
£5.99 


£8.50 
£2.75 
£2.75 
£2.75 
£2.75 
£5.99 
£5.99 
£5.75 
£11.25 
£7.99 
£4.75 


£7.50 
£2.50 
£2.50 
£2.50 


£5.75 *STONEWALL 
£9.99 *SWORDS & SORCERY 
£5.99 *TANNENBURG 
£13.50 THIRTY YEARS WAR QUAD 
£7.25 FREIBURG 
* £8.99 LUTZEN 


Martial Enterprises and OSG now instock 


This list is only part of our entire range of games, play-aids & magazines. We also 

carry a full range of:- 
SIMULATIONS CANADA - GAME DESIGNER'S WORKSHOP (GDW) - 
BATTLELINE - GAMETIME GAMES (GG) - LOU ZOCCHI - DIMENSION SIX - 
PHOENIX GAMES - WEST COAST GAMES - WITHERS - RW GAMES - 
HAYES - FLYING BUFFALO - FAN TAC GAMES - URSINE ENGINEERING - 
PHILMAR (ARIEL) LTD.- FANTASY GAMES UNLIMITED (FGU) - THE 
CHAOSIUM - DISCOVERY GAMES - CREATIVE WARGAMES WORKSHOP - 


45 Summer Row, Birmingham B3 1JJ. 


IMPERIUM - RAJ PUBLICATIONS - DISCOVERY GAMES -(available:late April/early May) 
Why not write for a catalogue (please send stamped, addressed envelope) or call in and see us. 
OPENING HOURS : MONDAY - SATURDAY 1000 — 1730 (5.30 PM) 

{f you wish to order by mail : UK please‘add 10% post & packing. 

Overseas please add 33% post & packing. 
On most items we charge P&P at cost and you will be credited with any difference. 
For single magazines please enclose a large stamped, self-addressed envelope. 
Why not order with ACCESS or BARCLAYCARD, either write details as shown 
below or telephone your order, giving your Card Number, Name (as shown on 
your card), Address and order. 
Written ACCESS/BARCLAYCARD order:— 
To ACCESS/BARCLAYCARD: i authorise you to ‘debit my ACCESS/BARCLAY- 

CARD Account with the amount of £ 

My ACCESS/BARCLAYCARD Number is __ 
Name (as on ACCESS/BARCLAYCARD} 


Cardholder's Address 


AFRIKA CORPS £8.45 ALEXANDER THE GREAT 
ARAB/ISRAELI WARS £8.45 BATTLE OF THE BULGE 
BLITZKRIEG £8.46 CAESAR AT ALESIA 
CAESAR’S LEGIONS £8.45 AiR ASSAULT ON CRETE 
CHANCELLORSVILLE £8.45 D-DAY 

DIPLOMACY - US version £8.45 FEUDAL - 2-6 players 
FRANCE 1940 £8.45 GETTYSBURG '77 
KINGMAKER - expanded US ed. £8.45 Kingmaker expansion kit, US 
JUTLAND £8.45 LUFTWAFFE 

MIDWAY £8.45 NAPOLEON - Former Gamma 2 
ORIGINS OF WORLD WAR Ii £8.45 OUTDOOR SURVIVAL 
PANZERBLITZ £8.45 Panzerblitz Manual 
PANZERLEADER £8.45 RICHTHOFEN’S WAR 
Richthofen‘’s War Expansion £2,15 RUSSIAN CAMPAIGN £8.45 
‘1776' £8.45 STARSHIP TROOPERS - SF £8.45 
STALINGRAD £8.45 SQUAD LEADER - Tactical WWII £8.45 
CROSS OF !RON - Detailed expansion for E. Front for SQUAD LEADER £8.45 
SUBMARINE £8.45 TACTICS 11 - for beginners £5.95 
THIRD REICH £8.45 TOBRUK £8.45 
VICTORY IN THE PACIFIC £8.45 WAR AT SEA £5.95 
WATERLOO £8.45 WOODEN SHIPS & IRON MEN £8.45 


£8.45 
£8.45 
£8.45 
£8.45 
£8.45 
£8.45 
£8.45 
£2.15 
£8.45 
£8.45 
£8.45 
£8.45 
£8.45 


(Block Caps) 


SIGNATURE _{as on card). 
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LOW COST MAIL-ORDER SPECIALISTS-— 


@ BOARD WARGAMES, SIMULATIONS Fantasy — Role Playing 


@ Role-playing Rules 
@ Miniatures Rules 
@ Ral Partha Miniatures 


Science Fiction 


* Invasion of the Air Eaters (MGC) S £2.20 
* Hoty War (MGC) £2.20 
* Creature that ate Sheboygan (SPI) £2.75 
* Stargate (SPI) £2.75 
* Titan Strike (SPI) £2.75 
* Vector 3 (SPI) £2.75 
* Strike Team Alpha (LZ) £4.15 
* Black Hole, Ice War (MGC) B £2.20 
Strange New Worlds S,B £8.90 
Encounter 2 R £1.10 
GEV (MGC) S,B £2.90 
Warpwar, Olympica (MGC) B £2.20 
Chitin, Rivets (MGC) B £2.20 
Galactic War {TT} Rufes £1.20 
Ogre (MGC) S,B £2.20 
Outreach (SPI) S,B £5.75 
Imperium (CG) B £8.95 
Mayday B £4.00 
Star Soldier (SPI) B £6.00 
Traveller (GDW) S,R £5.95 
* Supplements: Mercenary (Bk IV} £2.95 
* Animal Encounters £2.10 
1001 Characters £2.10 
* Starships & Spacecraft £4.25 
Traveller Logbook £2.00 
* Traveller Shield (JG} £1.85 
* Godsfire (MGC) £12.00 
* Stellar Conquest £9.95 


Tunnels & Trolls R £1.75 

Solo T&T Dungeons: 

Buffalo Castle (FB) S £1.75 

Labyrinth (FB) £1.95 

Deathtrap Equalizer Dungeon (FB) S £1.95 

City of Terrors £3.70 

Wierd World, Dargon's Dungeon, Naked Doom, 

* Sorcerer Solitaire, Overkill, Beyond the 
Silvered Pane all at £2.00 


Runequest £4.95 

Militia & Mercenaries £1.60 
Trolls & Trolikin £1.60 
Balastors Barracks £2.00 
Apple Lane £3.15 


Chivairy and Sorcery (FGU) R,S £6.50 
Source Book, Swords & Sorcerors £4.95 ea, 
* Destrier £3.80 


Fantasy Games 


Middle Earth (SPI) £12.00 
War of the Ring (SPI) £8.50 
Sauron, Gondor £5.00 ea. 
Swords & Sorcery B £9.25 

* Sticks & Stones (MGC} £2.20 

* Stomp (CH) £2.25 

* Source of the Nile S,B,R. £8.60 

* Elementary Watson B,R £7.60 

* Spelimaker, Quest(GTG) B £8.90 each 
Melee, Death Test S$, R £2.20 
Wizard (MGC) R £2.90 
Sorcerer's Cave (PHi) S,B. £5.30 
Do. Spare packs large cards £2.20 

* Snit’s Revenge (TSR) £5.35 


Prices include UK/BFPO p&p 
Overseas, add 25% 


Miniature Rules 


WRG Ancients £1.70, Lists £1.15 
Ancient Naval £1.15 
Renaissance £1.70, Lists £1.15 
1685-1845 £1.60 
1925/50 £1.58 

LMM/Newbury 
Wizards &Warfare 80p 
Napoleon £1.60 
American Civil War £1.60 
Cambrai to Sinai £1.75 
18th Century £1.40 
Constantinople to Vienna £1.70 


Rudis £1.02 

Tercio (16th Cent) £1.07, Lists 82p 
Lance £1.07 

Napoleonic £1.02 

ACW (Cooper) £1.07 

Action Under Sail £1.30 

WW1 Trench £1.02 


*20th Century Skirmish 95p 
Skirmish 
Old West Vols,I,11 each £2.00 
FGU Archworld £4.15 
Broadsword £3.15 
Blue Light Manual (ACW) £3.80 


Axe and Arrow (LS} £1.92 
Fighter Pilot (WWII) (LS) £1.95 


Asgard Retinue £1.32 
JMW *Jasta (WWI) 75p 


* Starstrike (Space) 47p 
* Becket R 52p 


Board Wargames — Pre XXth Century 


* Imperial Governor/Strategos (Phi) £6.30 
* Peloponnesian War £7.95 i 
*Le Grand Empire £7.95 
Machiavelli £9.50 
* Grand Imperalism (GTG) £8.90 
* Robert the Bruce £7.00 
* liad (CG) £9.35 
* Micro Napoleonic Naval (TT) £1.85 
Micro Mediaeval (TT) £1.85 
Caesar at Alesia £9.30 
Kingmaker (Ph!) £6.25 
Kingmaker (AH) £8.95 
English Civil War (Phi) £6.00 
* Dresden (UKW) £6.60 
Napoleons Last Battles Quad (SPI) £8.00 
Micro-Napoleonics (TT) £1.50 
Crimean War Quadrigame (SP1} £8.45 
Sadowa (FUS}) £2.18 


Board Wargames — XXth Century on 
* Sink the Bismarck (AH) £9.35 
* Sopwith (GTG) £8.90 
* Great War in the East £8.45 
Micro-Fleet (TT) £1.50 
* War in the Ice (SP1) £6.95 
Viva Espana (BTL) £6.90 
Dieppe £7.95 
* Descent on Crete (SPI) £10.00 
Drang Nach Osten (GDW) £10.65 
Highway to the Reich (SPI} £14.00 
Panzer Leader (AH} £8.95 
Russian Campaign (AH) £8.95 
Wehrmacht {(Fus) £3.50 
Squad Leader (AH) £8.95 
* Cross of tron {AH} £8.95 
Up Scope (SPI) £7.90 
Submarine (AH) £8 95 
Raketny Kreyser £7.95 
Dauntless £8.95 
Air Force £8.25 


These were just some of our games. 
*Our catalogue contains details on 
virtually alf games available in the 
U.K. Send 14p in stamps & s.a.e. 
(O’seas 3i.r.c.} for a copy. (Or free 
with orders over £4) 


Fantasy Dungeons and Dragons (TSR) R 


* New Boxed Edition €7.95, Revised Book £2.95 
Players Handbook £7.00, Softcover £4.50 
Monster Manual £7.00, Softcover £4.50 

* Introductory Dungeon Moduie B1 £2.70 
Dungeon Modules G1, G2, £2.00 each; 

G3,D1,D2,£2.30 each; D3 £3.00 
M & T Assortment I,I1,1I1, £1.60 each : 
Thieves of Badabaskor, Citadel of Fire £2.00 ea 

* Frontier Forts of Kelnore £2.00 

* Wilderlands of the Magic Realm £6.25 

* Dark Tower (JG) £4.00 

* Character Codex (JG) £3.60 

* Under the Storm Giant's Castle (JG) £2.00 


* Expansion Kit £6.75 
* Atlantic Wall (SPI) £17.00 
* Next War (SPI) £17.00 
-* Verdun (CG) £9.35 
* Desert Rats (WW) £5.95 
* Kesselring (WW) £5.95 


ESDEVIUM GAMES (4w) 
SD&VMSTEEL 

2 Morley Road 

FARNHAM Surrey GU9 8LY 
Tel: Farnham 722269 


New Arrival 

Role Playing Rules 
Plays Solo 
Boardgame 
Miniature Rules 


We stock many SF, Fantasy 
& General gaming magazines 


—NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 


GAMES DNLIMITE 


2 CASTLE STREET. 
KINGSTON-DPONR-THRMES 
SURREH. 

TEL: 01-549 B43B 


Your new supplier of all games. 


Large variety in stock 


and special requests handled immediately 
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PRONOUNCIATIONS DON’T MATTER, since you want games—games 

to enjoy, not works to salute respectfully and put away on an already 

crowded shelf. However you say “‘Chaosium,”’ 

means games you'll play as well as study, games faithful to their back- 

4, ground, evocative games with reasonable-feeling rules, games presented 
if to you understandly and completely. CHAOS/UM: games to play! 


remember that the word 


ENGAGE & DESTROY — Rules for Contemporary Armored Miniatures in HO and Micro Scale 
A clear approach to contemporary armored warfare for those who desire the realism and beauty 
which only miniatures convey. This clean game system is readily applicable to and understandable by casual 


gamers and those ne 


1 to miniatures. Rules and charts cover most major weapons and weapons systems of 


the last 20 years; spt cial battle situations set-ups and illustrations are quickly adaptable for use as scenarios; 


special emphasis on such’ 


simple sequence of p nd unit balancing: 


pull-outs, templates, maps¢lllustrated by Gene. ; 


PANZERPRANKS (LITTLE 

For the first time in s 
Front war actually began, a 
you to break every conventio 
fire through obstacles (but wat 
week! Exercise American ingen 
Soviet. determination, Japanese fé 
color geomorphic maps, 100 t 
For those people who couldn't pl 


BOARDGAMES 


REICH — Stimulating boardgame about the forces surroundin 
unification of Germany, 16-19 C. High play value: $11.9 


RAIDERS & TRADERS — Human and divine strategy in bronze a 
Greece; excellent graphics and production; 1-4 players. $11. g 


ELRIC — Fantasy boardgame based on the sword and sorcery nove 
of Michael Moorcock, and authorized by him. 2-4 players. $12.50 


KING ARTHUR’S KNIGHTS — Family boardgame of quest, adven- 
ture, and romance in the dream-world of Mallory’s Britain. $9.95 
| NOMAD GODS — Tribal clashes and battle-iusting gods make up the 
core of the second boardgame from Dragon Pass. $9.95 
LORDS OF THE MIDDLE SEA — Science fiction boardgame about 
North America, 2401 A.D. Winner, Game Designers’ Guild Select 
Award, Origins 1979. $9.95 


STOMP! — Inveigle your friends into boardgaming with this full- 
color and hilarious introduction to gaming; 2 players. $2.95 


TROY — Boardgame of all the seiges of Troy; all the gods, heroes, 
ships, warriors, and (of course) the Horse; 2 players. $98 


WHITE BEAR & RED MOON — The classic fantasy: boar 
first of the Dragon Pass series; 2-3 players. Again voté 
20 best games of all time, latest GAMES & RM CELESPS 


*W, PLACE OF 


CHAOS 


(affectionate) 


oncepts as basic loadstinitmorale, campaigns, camouflage, and accurate painting; 
action quickly underway. Complete NBC section. Many 


Designed by Chris Kurzadkowski. $6.95. 
og AVAILABLE SE PFEMBER 1979 


nt’s ZOC, scoop up his movement points, 
your attack efficiency by the day of the 
s,. British stiff-upper-lipism, Gallic elan, 
ly was...in the movies. Detailed rulesbook, 
, individual AF Vs, infantry squads, etc. 
anks. By Steve Lortz. $4.95. 
AVAILABLE SEPTEMBER 1979 


y Stats} — An encyclopedia of pre-rolled 


$8.95 | 


$8.95 


= New multi-form intermediate level Rune- 
erlocking sections, wilderness, 150 stats; $4.95 


L DS’ MONSTERS 1 — About 250 monsters which 
er may have’ heard of. FRP classic. $8.95 


MONSTERS 2 — Nearly 250 new monsters 
descents. $8.95 


ATURGY ~— Presents the basics of all magics 
ert terrestrial magic to FRP. $7.95 


INTERS — Introductory rules for tabletop fan- 
;magic rules. $5.00 


ting fantasy role-playing rules using the world 
rhy éxamples and illustrations. Very well received. 
cond edition. $8.95 


OURCE & SCENARIO PACKS (inexpensive and 

is for RuneQuest Referees and players): 
OR'S BARRACKS — extensive underground adventure 
xx perienced RO characters. $3.00 
S & TROLLKIN — character stats for over 120 followers 
of Zorak Zoran and Kyger Litor, $2.00 
SCORPION MEN & BROOS — new monster stats from the com- 
puter; notes by Greg Stafford. $2.00 
APPLE LANE — two RuneQuest scenarios for beginners by Greg 
Stafford; detailed and humorous. $4.00 
MILITIA & MERCENARIES — computer- “rolled officers, soldiers 
and warhorses; arranged in squads. $2.00 


B 
ae 


, All items postpaid from The Chaosium, Box 6302, Albany CA 94706; California residents add appropriate 6% or 6.5% sales tax. Non- 
U.S.A. gamers must order in United States funds or the order cannot be filled. Customers in the United Kingdom may order from 
GAMES WORKSHOP, 1 Dalling. Road, Hammersmith, London W6 OJD. Residents of Australia and New Zealand should contact 
GAMES WHOLESALE CO., GPO P1184, Perth, Western Australia 6001. Prices are as given only in the U.S.A. ;nearly all countries 
impose heavy duties on games not produced on their soil—contact your parliamentary representative for a run-down on how much 


you are paying your government. 
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~MINIATURE FIGURINES LTD. 


1-5 GRAHAM ROAD, SOUTHAMPTON 


Tel: 20855 


Minifigs franchise stockists who will be pleased to assist you. 


ABBEYCRAFT, 

210 Abbey Road, 

Barrow in Furness, Cumbrta 
A CALL TO ARMS, 

46 Chamberlain Avenue, 
Pewhkull, Stoke on Trent. 
ALTON MODELS,. 

897 Walsall Road, 

Great Barr, Birmingha 
G.E. AUSTIN, 

27 Market Patce, 
Richmond, Yorks. 
BALLARD BROTHERS, 
133,School Road, 
Mosely, Birmingham. 
BEDWORTH ART SUPPLIES, 
4 Coventry Road, 
Bedworth, Warks 

B.I.L. MODELS, 

70a Queen Street, 
Ramsgate, Kent. 
BOFORS, 

48 High Street, 

Great Yarmouth, Norfolk: 
R.V. BRADLEY, 

658 Wimbourne Road, 
Winton, Bournemouth, 
J.& J.-M. CARTER, 

6 Church Road, 
Crossgates,.Leeds. 
CHIPPENHAM MODEL CRAFT LTD. 
65 New Road, 
Chippenham, Wilts. 
CITY MODELS & TOYS, 
42 Dale Street, 

Liverpool. 

CLYDE MODELS, 

44 Cardleriggs, 

Glasgow, 

J.H. CORBITT LTD., 

105 Clayton Street, 
Newcastle Upon Tyne. 
“CONCORDE MODELS, 
134 Victoria Road, 
Aldershot, Hants 
DENNIS DE LA MARE, 

3 Benisters | ane, 
Gosport, Hants. 


DEREK HARVEY LTD., 
Toy & Modet Centre; 

74 Southbridge Road, Croydon, Surrey. 
DRAGOON, 

391 Sheffield Road, 
Whittington Moor, Chesterfield. 
THE ELLENBRAY PRESS, 
1 Church Street, 

Frome, Somerset. 
EXETER MODELS, 

16 South Street, 

Exeter. 

F.J. COLELTD., 

26 Castle Street, 
Cirencester, Glos. 
FROUDE & HEXT, 

83 Victoria Road, 
Swindon, Wiltshire. 
GAMER, 

18 Sydney Street, 
Brighton, Sussex. 
GAMES, 

52/54 Manchester Street, 
Liverpool. 

GAMES CENTRE, 

16 Hanway Street, 
London. 

GAMES WORKSHOP, 

1 Dalling Road, 
Hammersmith, London. 


OUR OWN SHOP 
34 NORTHAM ROAD 
SOUTHAMPTON 


C.T. GASGOIGNE LTD., 
101. 103 Tavistok Street, 
Bedford 

GRENADIER MODELS, 

94 Pier Avenue, 

Clacton on Sea, Essex 
HIGHBURY HOBBIES, 

288 St. Pauls Road 

London 

HOBBIES & MODELS, 

217 219 Streathield Road, 
Kenton, Harrow, Surrey 
HOBBIES AND TOYS, 

3 Gatehouse, 

City Road, Wirchester: 
JAMES HOBBY CENTRE, 
33 Timber Hall, 

Norwich, 

J. & D. HOBBIES, 

118a Upper Richmond Road, 
Putney, London 

HOBBY & CRAFT CENTRE 
35 The Arcade, 

Swindon. 

THE HOBBY HORSE, 
37/39 Leigh Road, 
Wimbourne, Dorset. 
KEARNEY & McFADZEAN, 
16 Rimmer Avenue, 
Huyton, Merseyside 
LAKELAND STAMP AUCTIONS, 
45c South William Street, 
Workington. 

PETER KEMPLAY, 

1b Chapel Hill, 

Skipton, Yorks. 

MAGPIE MODELS, 

146 Harrogate Road, 
Leeds, Yorks. 

MAINLY MILITARY, 

103 Walsall Road, 
Lichfield, Staffordshire. 
MALLARD MODELS, 

151 London Road, 
Camberley. 

MICHAELS MODELS, 
646/648 High Road, 

North Finchley, London. 
MINIATURE WARFARE LTD., 
186 The Pantiles, 
Tunbridge Wells, Kent. 
MINIATURIA, 

216 Monnow Street, 
Monmouth 

MINFIGS SKYTREX (UK) LTD., 
13 Gillingham Street, 
London. 

MODELCRAFT, 

51 Eccleston Street, 
Prescot, Merseyside. 
MODEL FAIR, 

15/17 Alexandria Drive, 

St. Annes, Lancashire. 
MODELMAKERS (Haselmere) Ltd., 
4 Market Parade, 
Hazlemre Cross Road, 
High Wycombe, Bucks. 
MODEL SHOP (Belfast) LTD., 
10/16 Queen Street, 
Belfast, N. Ireland. 
MODEL SHOP, 

23 Swan Lane, 

Guildford. 

MODEL SHOP, 

9 Burlington Passage, 
New Street, Birmingham. 


Manufactured under licence in USA 
MINIATURE FIGURINES LTD. INC. 
BOX P, PINE PLAINS 
NEW YORK 12567 


MODEL SHOP, 

19/23 Upper Stone Street, 
Maidstone, Kent, 
MODELLERS DEN, 

2 Lower Borough Walls, 

Bath. 

65 Fairfax Street, 

Bristol. 

42 Albion Street, 
Cheltenham, Glos. 

MODELS & HOBBIES, 

112 Commercial Street, 
Newport, Gwent. 

MODERN COINS & STAMPS, 
8 Market Hall, 

Arndale Centre, Luton. 
NATIONAL ARMY MUSEUM, 
Royal Hospital Road; 

London. 

NEW MODEL SOLDIER SHOP, 
162 Infirmary Road, 

Sheffield. 

NOTTINGHAM MODEL SOLDIER SHOP, 
7 Wollaton Street, 
Nottinghain, 

THE OLD SOLDIER, 

16/18 Lewstield Road, 
Cambridge. 

OTHERWORLD, 

4 Queens Road, 

Banbury, Oxon. 

P&S MODELS, 

98a Manor Road, 

Deal, Kent, 

PAUL & TERESA BAILEY, 
35 Long Street, 

Devizes, Wilts. 

PLYMOUTH MODEL CENTRE, 
11 Old Town Street, 
Plymouth. 

RANK & FILE LTD.. 

22 Hall Lane, 

Upminster, Essex. 

ROO’S CYCLES & TOYSLTD., 
109 The Stow, 

Harlow, Essex. 

R.R. DAYS LTD., 

5 The Broadway, 
Gunnersbury Lane, Acton. 
RYE STAMP SHOP, 

190 Rye Lane, 

Peckham, London. 
SALISBURY MODEL CENTRE, 
46 Old Goorge Mall, * 
Salisbury. 

S.E.A.LTD., 

107 Butts Centre, 

Reading, Berks. 
SHERMAN’S MODEL SHOP, 
27 Dunstall Street, 
Scunthorpe. 

SPARTAN TROPHIES, 

59 Whitburn Street, 
Bridgeworth, Shropshire. 
STAFFORD GARRISON, 
Woodings Yard, 

Bailey Street, Stafford. 
STAMP CORNER LTD., 

27 Scot Lane, 

Doncaster, S. Yorks. 
STAMP SHOP, 

34 St. Nicholas Cliff, 
Scarborough. 


STAMP SHOP, 

343 Linthorpe Road, 
Middiesborough. 

STAX MODELS, 

35 Ulster Drive, 

Brierly Hills, West Midlands. 
L. T. STEWART, 

125 Seatonville Road, 
Whitley Bay, Tyne & Wear. 
SWANSEA MODELS & HOBBIES, 
Plymouth Street, 

Swansea. 

THE MODEL TRACKER, 
Corner Cathays Terrace, 

& Liantrisant Street, 
Cathays, Cardiff. 

THORP MODELMAKERS, 
98 Grays Inn Road, 

London. 

TORBAY MODEL SUPPLIES, 
59 Victoria Road, 
Ellacombe, Torquay. 

JOHN TOYNE, 

30 Pasture Street, 

Grimsby, Lincs. 

TOY & MODEL CENTRE, 
74 Southbridge Road, 
Croydon, Surrey 

TOYTUB, 

100a Reaburn Place, 
Edinburgh. 

TRAIN SHOP, 

4 Bertram Road, 

Bradford, Yorks. 

TRI-MAR CRAFTS & MODELS, 
58 Enville Street, 
Stourbridge, W. Midlands. 
TURNERS MODEL SHOP, 
14 London Road, 

Dover, Kent. 

TYPE & PALETTE, 

724 Bristot Road, 

Selly Oak, Birmingham. 
WARGAMES PUBLICATIONS, 
St. Georges Buildings, 

5 St. Vincent Place, 
Glasgow. 

THE WARGAMERS DEN, 
86 Claypath, 

Durham City. 
WESTBOURNE MODEL CENTRE, 
59 Seamoor Road, 
Westbourne, Dorset. 
WEST COAST MODELS, 

7 Albert Road, 

Gourock, Renfrewshire. 
WEST COUNTRY HOBBIES, 
26 East Hill, 

St. Austell, Cornwall. 

A.W. & M.J.T. WHITE, 

61 High Sueet, 

Ryde, Lo.W. 

WINDMILL MODELS, 

156 St. James Street, 
Burniey. 

WORCESTER MODEL SHOP, 
52 Friar Street, 

Worcester. 

YORK MODEL CENTRE, 

17 Davygate Centre, 

York. 


THE NEW 1978/79 CATALOGUE 
£1.25 INLAND 


£1.25 OVERSEAS 
£2.25 AIRMAIL 


Please mention WHITE DWARF when replying to advertisements 


@Games Workshop 


1 DALLING RD, HAMMERSMITH, LONDON W6 


Ravenscourt Park tube 
Open: Mondays-Fridays, 10.30-6.00; Saturdays, 10.00-5.30 
MAIL ORDER CHARGES: UK; Please add 10% p&p. Overseas: Please add 33% p&p. 


Tel: 01-741 3445 


NEW IN! 


Judges Guild 


SURVIVAL OF THE FITTEST 
Solo dungeon scenario 


DUNGEONEER COMPENDIUM 
A compilation of Dungeoneer issues 1-6 ......... 
DARK TOWER 
Complete scenario by Paul Jaquays -. ee 
UNDER THE v STORM. A GIANTS COeILe 
Dungeon scenario . tty et » £1.99 


DRAGON CROWN 


Tournament dungeon from Pacific Encounters ... £1.25 
TREASURY OF ARCHAIC NAMES 
Generation tables for archaic, elven etc names ... £3.50 
SKULLS AND SCRAPFAGGOT GREEN 
The GenCon X tournament dungeon.... « £2,95 
WILDERLANDS OF THE MAGIC REALM 
Extension to Wilderlands of High Fantasy.......... £6.50 
TRAVELLER LOGBOOK 

Character & spacecraft sheets for Traveller 
CHARACTER CODEX 

D&D Character sheets 
STARSHIPS & SPACECRAFT 


why wip 
@.@.0.@ 


2.0.¢.0.0.0.0.¢.0.9.0.¢. 


S.S.A.E. for full games lists 
TRADE ENQUIRIES WELCOME 


3rd EDITION CATALOGUE 


Our new 52-page illustrated games cata- 
logue is now available, describing over 
300 games with over 130 illustrations. 
For your copy, plus introductory lit- 
erature, please send a large stamped 
(9%p) addressed envelope plus 30p. 


Le 0.0.0.0.0.0.0.0.6.8. 


STAR LINES 


GAMMA WORLD (TSR) 
Can you survive in a world gone mad? A world where 
Civilization as we know it has been destroyed in a cataclys- 
mic holocaust? Gamma World is a new science fantasy 
role-playing game and includes a game booklet, campaign 
map and set of polyhedra dice in a colourful box... £7.50 


eed 


nO. 


STRIKE TEAM ALPHA (Game Science) 

Science Fiction land combat rules designed specifically 
for use with the Ra/ Partha GALACTIC GRENADIERS. 
exciting scenarios recreate futuristic man-to-alien battles 
fought in the depths of space with exotic weapons. 
Rules cover hand-to-hand combat, jet belt flight, robots, 
psionics, hovercraft tanks, etc. Zip-lock pack contains: 
Rulebook, large 34”’ x 23” double-sided hex sheet. And 
a list of suitable miniatures can be found elsewhere in 
the magazine on the Citadel Miniatures page 


annee 


DUNGEON FLOOR PLANS 
12 thick card A4 sheets of passageways, rooms, stairs, 
doors and wood ftooring specially designed for the 
D&D Dungeonmaster using 25mm figures. Designed to 
scale, Dungeon Floor Plans can be easily cut out and 
laid out in any configuration before the players as they 
explore the dungeons (endorsed by TSR} 


teen 


CHARACTER SHEETS (Games Workshop) 
50 D&D Character Sheets in a hardbacked pad with illustrated 
iq cover. Sheets contain spaces for all character details and 
@ bonusses according to Advanced or Basic rules with a fold- 
|e iar corner flap for concealing alignment 


bi A4 sheets of small hexes, especially suitable for mapping 
@ and charting D&D wilderness adventures, bound in a pad 


25mm spaceship plans for use with Traveller ....... £4, eaex 
HEX SHEETS {Games Workshop) 
$e] 


Chivalry 3. Sorcery 


The most complete set of fantasy and medieval rules ever 
published. Covers dungeon adventures, tabletop battles, 
jousting, campaigns, role-play, sorcery, etc. 128 pages 
plus index 6. 


SWORDS & SORCERERS 
Supplementary material for C&S 


C&S SOURCE BOOK 
105 pages of additional C&S material 


TOWERS FOR TYRANTS 
Cut-out and build 25mm scale castles 


HOMES AND HOVELS 
Cut-out and build 25mm scale village buildings 


C&S CASTLE PLANS 
Four 22x35in. sheets for 6 castles and seige equipment 
drawn to a suitable scale for figures to be used on £2.89 


Destrier (C&S Card Combat System) 
Bireme & Galley (Medieval Naval Combat/C&S). . 


DUNGEONS & DRAGORS 


THE original fantasy role-playing game. 
Basic Rulebook 
Boxed Set comprising rulebook, playing aids and muiti- 
sides dice 
Advanced D&D Players’ Handbook 
{TSR} — Hardback 
oftback 
Advanced D&D Monster Manual 
(TSR) — Hardback 


Softback 
DUNGEON MODULES: Complete dungeons in package 
form which can be used individually but also to form a 
complete campaign: 
Module G1 Steading of the Hill Giant Chief 
Module G2 The Giacial Rift of the Frost Giant Jarl 
Module G3 Half of the Fire Giant King 


with stiff card back and cover sheet 
ennee 
WHITE BEAR & RED MOON Chaosium) 

“One of the best non-roleplaying fantasy games now 
available’’ — Games & Puzzies. Men, magic and monsters 
battle in Greg Stafford’s world of Dragon Pass 

eerers 

OUNGEON (TSR) 

Fantasy, family board game in which players adventure as 
Elves, Wizards and Warriors £7.50 


STARSHIPS & SPACEMEN 
Compiete role-playing rules for adventures, exploring 
distant worlds and crusading for the continued peace of 
the Qalaxyin.s cide ey eh Ree Sea neler dw eee at vas £3.95 


roy 
BALLASTOR’S BARRACKS (Chaosium) 


The first complete adventure scenario for use with® 
Runequest rules » 


Me Me 


TROLLS & TROLLKIN (Chaosium) 
168 Preroiled Dark Trolls & friends for Runequest £1.50 


KANO eos 
a 2 


Module D1 Descent into the Depths of the Earth .... £2.25 
Module 02 Shrine of the Kuo-Toa 
Module D3 Vault of the Drow 
Module B1_ In Searcn ot the Unknown 
Dungeon Module $1: Tomb of Horrors, the official DED 
Tournament dungeon used at Origins 1. Complete with 
over 30 illustrations for the D.M. to show players as 
they encounter the various situations F 
D&D MISCELLANY 
Greyhawk (orig. D&D Supplement I) 
Blackmoor (D&D Supplement II) 
Eldritch Wizardry (D&D Supplement Ill} 
Gods, Demi-Gods & Heroes {Supplement iV) . 
Swords & Spells. 
Dungeon Geomorphs (Sets 1, 2, 3). 
Outdoor Geomorphs (Walied City) 
All the World’s Monsters-Vol. 1 (250 Monsters; 
All the World’s Monsters Vol. 2 (250 new Monsters) €4. 95 
Villages Book (Wilderness Play Aid) £1.99 
Castte Book (Wilderness Play Aid) .. £1.99 


Ravenscourt Park tube 
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KING STREET 


ALSO IN STOCK 


Metamorphosis Alpha (SF Role-playing) 
Lankhmar (Fafthrd & Grey Mouser) 
Star Probe (SF Exploration Game). . 
Star Empires (Star Probe Sequel) 
Elric (Game of Maorcock’s Hero). . 
Nomad Gods (WBRM Secuel) 
Archworld (Fantasy Miniatures Rules) . . 
Citadel (Quest within Wizard's Tower) . . 
Royal Armies of the Hyborean Age (Conan). . 
Dragon Lords (Epic Fantasy Game} 
Apple Lane (Rune Quest Scenario) . 
Stomp (Mini Game) 
King Arthur's Knigi.ts (Quest Game} 
Lords of the Middle Seas (America vs. Atlantis) . 
Boot Hill (Wild West Role-playing) 
Lords & Wizards (Epic Fantasy Boardgame) 
Middle Earth Rules {Miniatures Rules} 
Sorcerer's Cave (Fantasy boardgame for all the family . fe. 00 
The Warlord Game. -£9,50 
Cosmic Encounter (Unique, easy-to-play SF board 

game for 2-4 players. 
Cosmic Encounter Expansion Kit 1 (New aliens & 

equipment for extra player) 
Cosmic Encounter Expansion Kit 2 (New aliens & 

equipment for extra player) 
Cosmic Encounter Expansion Kit 3 (New alien & challenge 


Metropolis {2 player SF board game). . £ “£12: 95 
Direct Conflict in Dimension Six (2 player SF wargame). . £6.95 
Second Empire (2-4 player SF wargame} £9.95 
Source of the Nile (19th century exploration game)... . £8.50 
Elementary Watson (Role-playing detective board game) £6.95 
Spacefarer’s Guide to the Planets, Sector One (100 
planets from SF novels & tables) 
Book of Shamans (New magic system). 
Superhero 44 (Rale-playing) 
Star Fleet Battle Manual (‘Star Trek’ ship to ship table 
top battle rules) 
Imperium: Empires in Conflict 


MICRO GAMES 


Chitin1 .. . £2, 

Melee. ... . £2. Ones: 

Warpwar . .. £2, G.E.V...... 

ice War Death Test . 
Black Hole 


TRAVELLER 


Traveller is a role-playing game of science fiction 
adventure in the far future. Set in an era where starships 
are common, but the communication time-lag makes for 
many frontiers and unexplored areas, the game becomes 
a campaign setting for all conceivable adventures. 
Three 48 page rules-packed booklets cover characters 
and personal combat, starships, travel, etc. The ultimate 
in science fiction role-playing games 

1001 CHARACTERS is a complete 48 page booklet of 
pre-generated characters for use in Traveler adventures. 
Each is listed with characteristics, age, cash, rank and 
skills (UK printing) 

MERCENARY — Rules for recruiting, training, outfitting 
and use of individuals, combat units and weapons 
systems within the Traveler framework, complete with 
illustrations and charts (UK printing) £2.95 
MAYDAY is a supplement to Traveller covering starship 
to starship combat as a hexgrid boardgame. Hex map 120 
die-cut counters for a variety of ships and four astro- 
morphic map sheets, rules book — all in a zip lock 
plastic bag £3.95 
TRAVELLER SHIELD (Judges Guild) Gamemasters 
screen for Traveller along the lines of the already familiar 
judges shield. Packed with relevant tables and data for 
easy reference £1.75 


Monster & Treasure Asst. {Sets 1, 2, 3) 

Polyhedral Dice Set 

Percentage Dice .. . 

8-sided Dice (Pair) 

First Fantasy Campaign (D&D Scenario) 

Gencon Xi Dungeons (2 complete Dungeon 
Scenarios 


Fantastic Wilderlands Beyonde. Wilderlands of 

High Fantasy extension 
Citadel! of Fire (dungeon scenario) 
The Thieves of Badabaskor (Scenario) . 
City State of the Invincible Overlord (Scenario) Sandbaecr ss 
Campaign Hexagon System (Wilderness Mapping)... 
Judges Guild Journat . f 
Tegel Manor (Scenario). 
Dungeon Tac Cards (Weapons & Move cards) . . 
Character Chronicte Cards (Index cards) 
Judges Shield (Handy D&D Ref Tables) 


Please mention WHITE DWARF when replying to advertisements 
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